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NEVER IOOKE9 BUCK. 


You're Ben. You're on the road. You're indestructible, 
ftnd you'll do whatever it takes to clear your name from a bum murder rap. ^ , 

tike fighting ugly gangs with futuristic bikes and Neolithic weapons. | kJRPlf 

Running big-rigs off the road at 100 mph. Making people pay. 

But that's what happens when you live your life at "Full Throttle" .V/i 
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It's hard to believe, but its been five years since we last saw a 
proper Mario platforming game, with Super Mario Bros. 4 being 
first released way back in 1990. Of course, Nintendo have kept 
SNES owners familiar with the chubby Italian-American plumber 
through the 16bit updates of the early Mario games, Super 
Mario Kart and the numerous puzzle game cameo appearances, 
not forgetting the big budget movie which appeared last year. 

But now he’s back where he belongs - in an exceptional 
platform game. Of course, we haven’t played it yet so we can’t 
say for sure if it’s a winner, but it looks a treat, it uses the Super 
FX chip and its been programmed by the legendary Shigero 
Miyamoto and his team, so everything’s looking mighty fine. 

The game is not called Super Mario Bros 5, and in fact you 
don’t actually control Mario at all, because the faithful mount 
Yoshi gets most of the attention this time around. The game 
goes by the name of Yoshi’s Island, and the graphic style is quite 
different, but its definitely in the Super Mario platforming series 
with all the levels, bosses, secret worlds, power-ups and bonus 
levels you could possible ask for. 

The background story goes back to the time of Mario and Luigi’s 
early youth. The stork carrying the brothers to their parents in the 
Mushroom Kingdom was attacked by Kemecu, a wizard 
henchman of King Koopa. Mario fell into the sea where he was 
rescued by Yoshi, who then resolved to rescue Luigi and return 
both kids to their parents. Mario rides on Yoshi’s back throughout 
the game, looking younger than usual in baggy clothes and an 
oversized cap, but if Yoshi’s hit by an enemy he falls off and must 
be rescued. In other words, he’s a real pain in the ass. 

There are six stages, with eight levels in each but of course, 
being a Mario game you can expect lots of secret and bonus 


We don’t usually blow our own trumpet, but we’ve got a pretty 
/big one to blow, sp here we go. 

HyperOctive, the on-line electronic edition of HYPER, has won 
the annual AIMIA Best Commercial Site on the World Wide 
Web award. Yay us! AIMIA stands for the Australian Interactive 
Multi-media Industry Association, so its a reputable and 
independent body (just so you don’t think we gave the award to 
ourselves). 

We re rather pleased that all the hard work we put into the site 
has been acknowledged, especially considering the high quality 
of the opposition, whom we’re currently pummelling with our 
dirtiest steel-capped boots. 

So if you've got Internet access and haven’t checked us out yet, 
do so immediately at ‘‘http://hyperactive.com/games". The fine 
work by our designers and wordsmiths is something we re very 
proud of, and if you’re serious about your games it makes a 
perfect companion to the rainforest-unfriendly edition you hold 
in your hands (but of course, it can never replace the stunning 
print edition!). 
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levels. There are actually six types of Bonus Challenge and also if 
you find the right key to unlock the right door you’ll get to play a 
Mini Battle Game where you'll be able to pick up lots of bonuses. 
Like the other Mario games, each level can be revisited after 
you’ve finished it so you'll hopefully be able to find all the secrets 
and get a perfect score of 100. The points are allocated for three 
criteria: Coin (the number of hidden coins you found), Star (the 
time you took to complete the level) and Flower (number of 
hidden flowers you found). So, like all the other Mario titles, this 
one’ll take you a long, long time to complete if you want to be 
anal and get a perfect score. 

You’ll no doubt have a very good time while trying to crack 
Yoshi’s Island as the graphics are truly sensational in a low-tech, 
hand-drawn kinda way. There's nothing low-tech about the 
technology though as Nintendo’s Super FX chip has been used 
for the first time in the 2D platforming genre. 

You'll be able to see its power with the sprites, 
some of which are almost as big as the screen, 
and enhanced with lots of groovy effects like 
transparency. There are lots of other special 
tricks used as well but Nintendo haven't 
revealed any of them as yet. 

No word on an Australian release date as yet, 
but it will hopefully be before the end of the 
year. The word is that the game was actually 
finished a while back but has been held off for 
the right release time. It should be out in Japan 
by the time you read this though. So, Mario 
fanatics everywhere should prepare to strap 
themselves to their SNES sometime real soon. 


ORDER NOW. 
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SEGA Saturn 



Sony Play Station 
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If you hang around the 
Internet, then no doubt you’ve 
heard of Bolo (big deep breath), 
the 16-player graphical real¬ 
time networkable tank blast 
‘em/strategy fest for Macintosh 
owners. If you haven't, then you 
own a PC and may not care. 
But according to thousands of 
Macintosh owners - you're 
missing out big time! 

This shareware treat has 
become somewhat notorious for 
destroying the productivity of 
many office pools and keeping Uni 
students up for 48-hour sessions! 
Now Bolo players can join via 
modem over the Internet to have 


world-wide campaigns, with players forming alliances with complete 
strangers or going rogue and destroying everything in sight. 

Don’t expect any graphical masterpiece though, as the beauty 
of this sucker is in its gameplay! Being something of a 
combination of the old Atari game Combat and a more 
sophisticated board game such as Diplomacy, Bolo has depth, 
depth, depth as well as guns, guns, guns! It may sound simple in 
description, but get involved in a game and you’re sure for an 
edge-of-your-seat blast-fest as well as an unfolding 
diplomatic/strategic nightmare. 

Your tank carries bullets, armour, mines and trees. Trees!?! 
Yeah, you see, trees are used to construct things - so they’re not 
really trees as such. In your tank is a LGM (little green man) and 
you can allocate this guy tasks such as building roads, bridges, 
walls etc. The more "trees” you farm the more you can 
construct. Now not only are there players everywhere doing their 
own thing (usually building their own fortresses), but scattered 
throughout the land are pillboxes which can be neutral (will fire 


at any tank), an enemy or friendly (usually your pillbox, doh!). 
These ammo-charged towers will blow you sky-high, so it’s not 
just other players that you've got to worry about! 

There are also bases which are stocked full of ammo, armour 
etc. so the struggle to take these can become very vicious 
indeed. The playing area is constantly changing, as well as there 
being almost an endless supply of new maps lovingly designed by 
Bolo freaks everywhere (such as a Gilligan's Island map). So. 
throw everything in together and it proves to be a nail-biting and 
exceptionally addictive multi-player experience. 

The game has now moved from your standard Macintosh network 
to the Internet So if you've got a modem, you can join gamers 
worldwide over the ‘net and never leave your bedroom!! The game 
really has become a semi-religion, and if you want to join in on the 
fun, then check out one of the Bolo Home Pages at http://student- 
www.uchicago.edu/users/vboguta/bolo/bolo.html or download a 
version from the HYPERACTIVE gaming site at 
http://hyperactive.com/games 



ery so often a new toy arrives 
: makes us drop everything, 
a’s Lock-On guns had just 
affect. In no time at all we 
moved on from the office, to 
:arpark and eventually the 
school playground, all the 
carrying on like the infantile 
lists we really are. 
stupid irresistible fun. 
's a promise. One go of 
these and you’ll never want to put them down. 

The Lock-On pack (a steal at $99.95) includes two guns and 
two headsets. The headset has a built-in sensor that shrieks 
whenever your opponent blasts you between the eyes. It also 
features a primitive HUD in the form of a plastic visor that 


displays the number of lives you have remaining, as well as 
telling you when your enemy has you in their sights. It looks the 
part and wearing it imparts a sense of sci-fi coolness that'll bring 
a big stupid grin to your face. Sure, you look like a right tool, but 
you'll be having so much fun it doesn't matter. 

The pistols feel solid and well balanced. They emit a steady 
beep which is a bit of a giveaway if you’re trying to be stealthy, 
but a slice of gaffa tape fixes that wee problem (it’s not 
cheating, it’s creative rule interpretation). 

The range that they can shoot accurately is surprising. Sega claims 
40 meters and our exhaustive testing confirmed this. Eventually the 
one-on-one combat got a little dull, but long term potential is healthy 
because team combat supports as many units as your friends own. 

So if your local park is invaded by hordes of freaks wearing 
glowing and beeping headsets and packing big plastic guns, 
don’t panic, just grab your own Lock-On and join in the fun. 


































Clockwork Knight, Panzer Dragoon, Pebble Beach Golf, Myst, SI Victory Goal, plus many more. 


WHERE 


New South Wales: 


All Fx Games, Gamekeeper Entertainment, The Games Shack, Games Wizards, Gamesmen, Harvey Norman, J & C Computer Games, 
Oxygen Computer Services, Toys R Us, Try & Byte. Virtual Reality Games Headquarters, Winner Computer Games. Victoria: Capital Games 
Centre, Daimaru, Gamexpress, Game Mania, Harvey Norman. Hi Tech Game Centre, Toys R Us, Tunz A Games, Video Game Mama, Video 
Games Heaven, Virgin Megastore. Tasmania . Games Cellar, KM Computers. Leys Play Games, Video Games Vault. South Australia: Game 
City, Game Guru, Game Power, Game Mama. Harris Scarfe, John Martins, Toys R Us, Virgin Megastore. Western Australia: Cyberstorm, 
Hi Tech World, Toys R Us, Trax Megastore, Toyworld Armadale Queensland: Games Clearance Centre, Games R Us, Gamexpress, Memdex 
Cairns & Townsville, Mr Toys Myer Centre & Springwood. Pick N Pay. Southport Toyworld, Toys R Us, Vox Entertainment Maroochydore. 
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Opinion at HYPER HQ has 
never been so divided. The day 
our Sega Saturn’s Racing 
Controller arrived marked the 
end of an era of love, peace and 
harmony. Now ugly cries of 
"what would you know" flow as 
freely as the witty banter of old. 

Sure, the controller feels cheap, 
but for what you get it is cheap. 
Yes, the device is highly 
sensitive, but compared to the 
control pad's full left and full 
right steering, it’s a blessing. 
Perfect it may not be, but now 
your Daytona laps will be 
smooth, fluid and a lot more fun. 

The "butterfly" gear selectors 
behind the wheel are a little dacky, 
but they work as well as they need 
too and leave your thumbs free for 
button work. Accelerating and 
braking are still done with buttons, 
so it's either full-on or full-off. This 
sucks a bit, with such smooth 
steering it’s pretty annoying to 
lose control because you can’t 
exercise any delicacy with the stop 
and go controls. Being more 



tightly sprung would be nice 
too, the wheel does tend to flop 
around and offers little in the 
way of tactile realism. 

The controller’s base flaps 
are supposed to tuck under 
your thighs, and this works 
OK. but the unit is heavy enough 
to sit on the table without too much 
movement - generous Blu-tack usage 
would make it as stable as you want. 
Regardless of how you use it though, 
perfect ergonomics are achievable by 
way of the telescopic steering 
column and angle adjustment. 

At $129.95 it's reasonable value, 
and although only Daytona is 
supported at this stage, future 
games from Sega will 
definitely be compatible. 

We suggest you try it out 
in the shop before you buy, 
but bear in mind that true 
man-and-machine synergy only 
comes after a couple of hours 
hard racing. Don’t give it away if 
you crash on your first lap, once you 
get the feel for it the Racing Controller 
is a rather nice toy to call your own. 



throttle. Together, they introduced the real-world fighter pilot 
concept of HOTAS to PC gaming. HOTAS (Hands On 
Throttle And Stick) allows the pilot to control every important 
flight and combat function from these two devices, with the 
frantic search for a particular key on the keyboard banished 
forever. With the later addition of foot-controlled rudders, the 
PC pilot was at last able to enjoy the flight experience as it 
was meant to be. 

Now Thrustmaster are releasing components from their second 
generation of controllers. The F-16 Series are replicas of the 
hardware found (naturally) in the F-16 fighter. The FLCS 
joystick unit has been around for a few months. Offering 
unprecedented control and functionality, it has won awards and 
fans worldwide Due next is the TQS, or Throttle Quadrant 
System. Release is expected around December, with a price tag 
of around AUSS350.00. Expensive, yep. Worth it? Oh yeah! 

TQS will be fully programmable, which means its controls can 
be customised for your favourite game. Built-in is a mouse 
trackball and mouse buttons, these allow precise and rapid 
targeting in a hostile environment. Dogfight, Rotary and 
Antenna switches are also featured, their prime function being 
support for Falcon 4.0’s complex radar and weapons systems. 

Best of all though, the TQS looks irresistibly sexy. This 
important aspect, together with Thrustmaster’s established 
build quality, should see many TQS and FLCS combinations 
Finding their way into the homes of PC pilots everywhere. 

Less serious (or perhaps less well-funded) gamers now have the 
XL Action Controller to look forward to. It has three buttons as 
well as the FCS’s four-way "hat" switch. Priced at around $50- 
60 locally, it outperforms just about everything at the low-end of 
the market. The XL should hit the streets by the end of the year. 

Remember Thrustmaster for the ultimate in PC peripherals - 
it's more than just a funny name. 


For todays serious PC sim-head, 
there is no finer range of peripheral 
equipment that the 
Thrustmaster lineup. The 
company's history is the 
classic rags to 
riches tale. 
Starting off as a 
couple of Falcon 
3.0 enthusiasts 
in a garage 
workshop, the 
Thrustmaster 
company has 
grown to become 
the leading maker 
of quality control 
devices on the planet. 
The reason for this 
success is a simple 
one. The team at 
Thrustmaster take 
their gaming seriously. 
Disillusioned by the 
cheap and nasty range of 
joysticks around a few 
years ago, they released 
the FCS (Flight Control 
System) and WCS 
(Weapons Control System). 
The FLS is a replica of the F-4 
Phantom joystick, while the 
WCS is modelled on the F-15 











30% OFF ALL 3.5* TITLES. HUGE 
RANGE OF PC GAMES. CALL 
FOR TITLES... 
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Hundreds more titles available on all formats ★ Best prices 
Huge range of import titles from U.S.A. & Asia 
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FULL THROTTLE.99.95 

HIGH OCTANE .99.95 

STAR TREK NEXT GEN.99.95 

HUGE RANGE CALL FOR MORE. 
JOYSTICKS/ACCESSORIES 

JOYSTICKS FROM .29.95 

CH JETSTICK.89.95 

THRUSTMASTER.169.95 

SOUND CARDS & CD ROMS 

SOUNDBLASTER 16.199.00 

ULTRASOUND MAX CARD 399.00 
CD ROM DRIVE.249.00 


iltXlJ 

SUPER NINTENDO DECK ...... 179.00 

SUPER NES WITH INTERNATIONAL 

CRICKET.249.00 

SUPER NES WITH KILLER INSTINCT 

CONTROL PADS & JOYSTICKS 

SCOREMASTER JOYSTICK . 69 95 
CONTROL PADS FROM.29.95 

ACCESSORIES 

AV CABLE.25.00 

MULTI TAP 4 WAY ADAPTOR 59 95 
PRO ACTION REPLAY MK2 .. 99.95 
US CONVERSION ADAPTOR 29.95 

SUPER GAME BOY.99.95 

TITLES 

AEROBIZ SUPERSONIC. 129.95 

BATMAN FOREVER.119.95 

BLACKHAWK.59.95 

BRANDISH {ROLE playing i 139.95 

CAL RIPKEN BASEBALL.49.95 

CLAYFIGHTERS 2.89.95 

CLAYMATES.89.95 

CUT THROAT ISLAND. 119.95 

DESERT FIGHTER.109.95 

DONKEY KONG COUNTRY... 99.95 

EARTH WORM JIM.119.95 

FIRESTRIKER.119.95 

GODS.49.95 

ILLUSION OF GAIA.79.95 

INDIANA JONES.119.95 


ST 

'd-S, 


We trade & sell used Sega and Nintendo, 3DO & IBM CD r - 
New titles arrive daily, all at great prices 
Hardware and Accessories 

Friendly service & expert advice / 

Free call orders line 

Orders from New Zealand, Asia & the Pacific are welcome. 


Free members card on purchase of a control deck, hand held unit or once you 
have spent $300. Members entitled to an extra 10% off software prices. 

(Sale items & specials not incl.). j 


INDY CAR NEWMAN HAAS ... 59.95 

JUDGE DREDD.119.95 

JUNGLE STRIKE.99.95 

JUSTICE LEAGUE.119.95 

KID CLOWN CRAZY HOUSE 79.95 

KILLER INSTINCT.99.95 

KIRBYS DREAM COURSE 69.95 

KIRBYS GHOST TRAP.55.00 

LEGEND .79.95 

LESTER THE UNLIKELY.79.95 

LIBERTY OR DEATH. 99 95 

LORD OF DARKNESS.119.95 

LUFIA/FORTRESS OF DOOM109.95 

MADDEN '96 . 99.95 

MARIO KART 79 95 

MASK .119.95 

MEGAMAN X.69.95 

MEGAMAN X 2 . 109 95 

NBA JAM TOURNAMENT ... 119.95 
NEW HORIZON .tole play**, 119.95 

NHL HOCKEY 96 . 99.95 

NOBUNANAGA'S AMBITION . 99.95 

OPERATION EUROPE. 119.95 

POWER RANGER 2 MOVIE . 139.95 

PRIMAL RAGE .119.95 

RETURN OF THE JEDI. 119.95 

SECRET OF MANA ..... 79.95 

SOCCER SHOOTOUT. 69.95 

SPEED RACER. 129.95 

SPIDERMAN.119.95 

STAR TREK DEEP SPACE 9 109.95 
STAR TREK STAR FLEET ACADAMY 89.95 

STUNT RACE FX (TRAX). 69.95 

SUPER BOMBERMAN 2 79.95 

SUPER DROP ZONE 99 95 

SUPER INTL CRICKET 89.95 

SUPER METROID .99.95 

SUPER MORPH.89.95 

SUPER PINBALL.55.00 

SUPER PUNCH OUT .69.95 

SUPER STREETFIGHTER 2 99.95 

THEME PARK.109.95 

THE TICK.99.95 

TURBO TOONS. 109.95 

UNIRALLY.55.00 

VEGAS STAKES .55.00 

WARLOCK.119.95 


WING COMMANDER.- 49.95 

WIZADRY V i.RPGi 99.95 

X-KALIBER . 89.95 

ZELDA 3.79.95 


DONKEY KONG LAND.59.95 

STREETFIGHTER 2.59.95 

HUGE RANGE OF NEW & USED 


LARGE RANGE OF GAMES 

CALL FOR ANY TITLE YOU ARE AFTER 
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MEGADRIVE_169.95 

MEGADRIVE & NBA JAM. 189.95 

CONTROLPADS/JOYSTICKS 

ARCADE PRO JOYSTICK .... 59.95 

CONTROL PADS FROM. 29.95 

SG PROPAD 2. 39.95 

SG PROGRAM PAD 2. 59.95 

ACCESSORIES 

AV CABLE (MDII).. 29.95 

4 WAY ADAPTOR. 59.95 

PRO ACTION REPLAY MK2 99.95 

UNIVERSAL ADAPTOR. 29.95 

TITLES 

ALIEN SOLDIER. 79.95 

ASTERIX -POWER OF GODS 89.95 

ATP TENNIS . 69.95 

BATMAN FOREVER. 99.95 

BATMAN & ROBIN. 79.95 

BEAVIS & BUTTHEAD. 79.95 

BLOODSHOT. 99.95 

BRIAN LARAS CRICKET. 89 95 


DEMOLITION MAN . 


EARTHWORM JIM.119.95 

ECCO JUNIOR. 49.95 

ECCO DOLPHIN 2. 99.95 

EXO SQUAD. 99.95 

FI WORLD CHAMPIONSHIP 99.95 

FATAL FURY 2. 69.95 

FIFA SOCCER'95 . 99.95 

FLINSTONES. 89.95 

GENERATIONS LOST. 99.95 

HURRICANES. 99.95 

INTERNATIONAL TENNIS ... 99.95 

ITCHY & SCRATCHY. 99.95 

IZZYS OLYMPIC QUEST . 99.95 

JUDGE DREDD. 99.95 

JUSTICE LEAGUE. 109.95 

LA RUSSA BASEBALL *95 ... 99.95 
LEMMINGS 2. 99.95 


MEGAMAN WILEY WARS... 89.95 

MICKEY MANIA. 99.95 

MICRO MACHINES'96. 99.95 

NBA LIVE'95 . 95.00 

NBA JAM. 49.95 

NBA TOURNAMENT .. 99.95 

NEW HORIZON (RPG). 119.95 

NHL HOCKEY . 99.95 

NOBUNAGA AMBITION . 99.95 

OOZE . 69.95 

OPERATION EUROPE. 99.95 

PETE SAMPRAS TENNIS 96 99.95 
PHANTASY STAR 4 (RPG) .. 149.95 

PRIMAL RAGE. 99.95 

PUNISHER. 89.95 

PUTTY SQUAD. 79.95 

RED ZONE.109.95 


INCREDIBLE 

MEGA CD 2 
★$199.95* 

HURRY!! STOCKS LIMITED 
★Only 63 left* 


LIBERTY OR DEATH. 

.... 99.95 

ROAD RASH 3. 

.. 99.95 

MADDEN NFL '95. 

. 69.95 

RUGBY WORLD CUP '95.... 

.. 99.95 

MANCHESTER UTD. 

.... 79.95 

SHINING FORCE (RPG). 

99.95 

MAXIMUM CARNAGE. 

.... 99.95 

SLAM MASTERS .. 

.. 99.95 

MEGA-LO-MANIA. 

. 59.95 

SOLEIL (RPG). 

. 69.95 


SPEEDY GONZALtS-rf!..:.. 79.95 

SUBTERRANIA. 59.95 

STAR TREK NEXT GEN. 99.95 

STAR TREK DEEP SPACE . 99.95 

STORY OF THOR (RPG) . 99.95 

STREETRACER .... 99.95 

SUPER STREETFIGHTER 2 99.95 

SYNDICATE. 69.95 

THE TICK. 99.95 

TOUGHMAN BOXING. 99.95 

TRIPLE PLAY BASEBALL .... 99.95 

WATER WORLD. 99.95 

WOLVERINE. 109.95 

X-MEN 2. 89.95 

CALL FOR ANY TITLE NOT LISTED 

SEGA 32X 

SEGA 32X. 329.00 

36 GREAT HOLES. 99.95 

CHAOTIX. 99.95 

CORPSE KILLER (CD>. 99.95 

COSMIC CARNAGE. 89.95 

DOOM. 99.95 

FARENHEIT (CD) . 99.95 

METAL HEAD . 99.95 

MIDNIGHT RAIDERS. 99.95 

MORTAL KOMBATII. 99.95 

MOTHERBASE . 89.95 

NBA TOURNAMENT. 109.95 

REVOLUTION X. 99.95 

SLAM CITY (CD). 99.95 

STAR WARS ARCADE. 109.95 

STELLAR ASSAULT. 99.95 

SUPER MOTORCROSS. 89.95 

SUPER SPACE HARRIER ... 89.95 

SUPREME WARRIOR. 99.95 

VIRTUA RACING DELUXE . 99.95 
WWF RAW. 99.95 

MEGA CD WITH GAME. 199.95 

CD PLUS ADAPTER. 69.95 

ANOTHER WORLD 2. 109.95 

BC RACERS. 99.95 

BLOODSHOT. 99.95 

CORPSE KILLER. 109.95 

DUNE . 79.95 

EARTHWORM JIM .99.95 


TO TRADE SEGA/NINTENDO CARTRIDGES, 

3DO OR IBM CD SOFTWARE 

1. Call (09 227 9991) for trade value of your games. 

2. Use this value towards purchase of any thing we sell 

4. Pack your software, with your name, address, phone 
number and software selection and mail to us 

5. Upon receipt of your games Your order will be despatched 

TO BUY SOFTWARE 

1. Call ORDERS ONLY PLEASE (Toll Free 1800 801 047) 
Please donl ring toll free if you're not ordering. 

2. Credit card payments despatched same day. 

3. Payment by cheque/money order must include your 
name, address, phone numoer and your order. (Allow 7 
days for cheque clearance). 


DELIVERY CHARGES 


Standard delivery charge will apply). 

OVERSEAS AIRMAIL DELIVERY: APPROX-SIO.OO 

POSTAL MAIL ORDER ADDRESS: 

94A ROE St, NORTHBRIDGE WA 6003 
TELEPHONE: (09) 227 9991 

PHONE TOLL FREE: 

(STRICTLY ORDERS ONLY) 1800 801047 

SOFTWARE TRADE-IN QUOTES & QUERIES 

TEL: (09) 227 9991 FAX ORDERS: (09) 227 1114 
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TWO GREAT LOCATIONS: 

NORTHBRIDGE 

94A ROE ST, NORTHBRIDGE,W.A. 6003 
PHONE 09 227 9991 

MIDLAND 

U2/186 GT EASTERN HWY, MIDLAND, WA 
PHONE 09 274 7690 

HOURS OF BUSINESS (WA times) 

Monday to Friday 9am - 6pm 
Saturday 10am-4pm Sunday 12-4 pm 


ECCO 2. 69.95 

EYE OF BEHOLDER.109.95 

FORMULA 1 RACING.109.95 

MIDNIGHT RAIDERS.99.95 

ROAD RASH. 99.95 

SNATCHER. 89.95 

SUPER STRIKE TRILOGY ... 99.95 

SYNDICATE. 99.95 

THEME PARK. 99.95 

HUGE RANGE. CALL FOR MORE.. 

SEGA SATURN 

SEGA SATURN 4 vwtua rooters 799.00 

RACING CONTROLLER WHEEL 189.95 

CLOCKWORK KNIGHT.89.95 

DAYTONA USA .89.95 

PANZER DRAGOON .89.95 

PEBBLE BEACH GOLF.89.95 

J LEAGUE VICTORY GOAL .... 89.95 

^ 3CIX*) £ 

GOLDSTAR SYSTEM.775.00 

INCLUDES FIFA SOCCER & 2 CONTROLS 

PAL ADAPTER. 99.95 

3D ATLAS. 99.95 

... .::::::: W 

_JNTER .. POA 

FIFA SOCCER. 69.95 



FLYING NIGHTMARE. POA 

GEX. 99.95 

HILL.-. 99.95 

HORDE. 99.95 

LOST FILES SHERLOCK HOLMES 99.95 

NEED FOR SPEED. 99.95 

OFF WORLD INTERCEPTOR 99.95 
OPERATION JUMPGATE .... 59.95 

PANZER GENERAL. 109.95 

PATAANK. 99.95 

POWER KINGDOM. POA 

QUARANTINE. 99.95 

ROAD RASH. 99.95 

SAMURAI SHOWDOWN 99.95 

SHOCKWAVE. 99.95 

SLAM N JAM. 99.95 

SPACE ACE. 99.95 

SPACE HULK. 99.95 

STAR CONTROL 2. 99.95 

SUPER STREET FIGHTER 99.95 

SUPER WING COMMANDER 99.95 

Syndicate. 99.95 

THEME PARK. 99.95 

WING COMMANDER 3. 99.95 

ZHADNOST 2 4 FREE CONTROL PAD 129.95 
TIRES ARRIVE DAILY CALL FOR MORE 



Limited quantities. No ramchecks or 
lay-bys. A delivery charge applies. 


SYSTEM SHOCK (CD).M 95 

sure* NINTENDO 

BATTLETOADS_ 56.00 

BRETT MULL HOCKEY ..55.00 

BUBSY 


CHAOS ENGINE . 


55.00 
55.00 
59 95 


GHOULS A GHOST 
JURASSIC PARK ... 

MYSTIC QUEST LEGEND-55.00 

NIGEL MANSELLS C SHIP. 55 00 

PAC ATTACK ...56.00 

PILOTWINGS----49.95 

PINK PANTHER--- 69 95 

PLOK ..—-55.00 

SUPER TENNIS--55.00 

SUPER TETRIS/DR MARIO-55 00 

WORLD CUP SOCCER 94 ..59.95 


YOUNG MERLIN. 

MEOAOAIVt 

ALIMA DRAGOON- 

ANDRETTI RACING . 

BALL2—._.-.- 

CHAOS ENGINE.. 

DESERT STRIKE ____ 

FIFA SOCCER- 

JUNGLE STRIKE . 

LOTUS TURBO CHALL. «... 

MADDEN 94 -- 

MLBPA BASEBALL 94 

NBA SHOWDOWN 94- 

PEBBLE BEACH GOLF . 

PGA EUROPEAN GOLF . 

PRO MOVES SOCCER- 

ROAD RASH- 

ROAO RASH 2... 

SHAOFU 


TECHNOCLASH _ 

URBAN STRIKE __ 

sasa ie " A " CE 

BLACKHOLE ASSAULT 

MYSTERY MANSION . 

NOVASTORM . 

SENSIBLE SOCCER . 

SOUL STAR . 


49.95 

S 

. 39.95 

B 

. 79.95 

59.95 
3995 

49.95 
49 95 

.49 95 
. 49 95 

59.95 

49.95 

69.95 
. 49.95 
.49.95 
. 39.95 
. 49.95 
.. 89 95 


49 95 
69 95 
69 95 
69 95 
. 79.95 


Some items may not be available or 
be out of stock al date of printing. No 
rainchecks on sale items All soft¬ 
ware new & used carries a 30 DAY 
WARRANTY Deafer & Video Store 
enquiries welcome.We reserve the 
nghtto refuse any sale ortrade. Prices 
subject to charge without not 
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At last, Australia's got its very 
own Electronic Games and 
Entertainment Expo which will 
hopefully go on in future years to 
rival the American E3 and CES 
and the English ECTS. The Image 
95 is taking place in Melbourne 
(at the Caulfield Racecourse) 
from the 6th to the 8th of 
October and will feature much 
more than just video games. 

Of course, computer games 
and electronic entertainment 
are the main drawcards and all 
the major companies, like Sega, 
Sony and Nintendo, will be 
there showing off their sexy new 


toys. There’s a huge games tournament planned with some fairly 
special prizes up for grabs, free virtual reality and arcade games 
and lots of hand-on interactive exhibits, so you won’t just be 
looking, you'll be having fun 

Interactive music will also play a part, as will computer art and 
the Internet. Another major draw is the big stage where Triple M 
will be putting on lots of shows featuring top local bands as well 
as the (unconfirmed) appearance of international acts. And if 
you want more reasons to go, then the skateboard comps and 
fashion parades may just tempt you. 

HYPER is fully supporting the Image 95 expo and several of the 
HYPER crew will be in Melbourne for the event. Keep reading 
the mag for more info as it comes to hand and we heartily 
encourage all Melburnians to support the event, because if it's 
the expected success we think it will be, then the expo will then 
move to Sydney and Brisbane next year and hopefully complete 
a national circuit by early 1997. 


Papyrus are hard at work on both Indycar II and 
Nascar II Both will feature a SVGA mode. Yippee. 

The Ultra 64’s controller is rumoured to be one 
seriously sexy piece of design. The world needs a 
really good controller and word is this is it. 
Nintendo will keep it from prying eyes (like ours) 
until the Ultra 64 is launched. Pity. 

Microsoft are very serious about Win 95 as a 
games platform. Stop laughing, apparently the new 
system handles moving parts a lot better than the 
current Windoze. They even have a games division 
of their own! Please... 

Comanche 2 is coming! Using an entirely new 3D 
engine and incorporating multiplayer support, it 
seats you in the cockpit of the Russian Werewolf 
chopper. Cool. 

Stonekeep has been delayed yet again. Initially 
due for release shortly after the dawn of gaming, 
the official word on it's appearance is now "next 
year". Pitiful. 

11th Hour has also been delayed until "sometime 
next year”. This is beyond a joke. Release date 
announcements have come to mean absolutely 
nothing in this business. Get serious developers and 
distributors, stop stuffing gamers around and start 
acting like you give a shit. 

Earthsiege 2 is under developement. The first game 
lost its cred the second Mechwarrior II appeared, so 
expect some high quality catch-up work. 

Master of Xenos is under development at 
Microprose. Whether or not it is the much demanded 
Master of Orion sequel remains to be seen... 

Warcraft II looks hot, possibly even a Command 
and Conquer beater. More later... 

Game giant Sierra has formed a new company 
with Pioneer Electronics, to develop PC games 
specifically for the Japanese market. The PC 
market is comparitively small in Japan, so if this 
takes off maybe the Japanese will put some effort 
into their own PC titles. 

The U.S online service Prodigy is planning a 
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The future is here and it is 
good (if a bit scary). The world’s 
first mind control interface, the 
MindDrive is apparantly due for 
release shortly. We kid you not, 
this is for real. 

Ron Gordon used to be Atari's 
chief executive seven years ago. 
He had a rather good idea to 
create a computer interface 
using electromagnetic signals 
from the skin and left the 
company to pursue its 
development. Here's the cool 
bit. he administers the project 
from sunny California, while the 
nuts and bolts are worked out 
by 25 scientists under contract 
in Siberia. Really! 

The MindDrive is basically a 


tiny sleeve that fits over your finger. It senses your wishes in the 
form of electrical energy, in a similar fashion to the way lie 
detectors work. Absolutely no physical movement is required, 
the unit interprets brain wave activity and translates it to cursor 
movement on your screen. While responsiveness is good enough 
for cursor control, it still falls short of the speed and precision 
needed for fast action games - although in time anything should 
be possible. The device is initially designed for the PC, but 
support for other platforms (including game consoles) is 
planned. 

Just imagine, you sit totally motionless staring at the screen. 
Frantic activity is happening in front of you and inside your head, 
but you remain completely still for as long as your gaming session 
lasts. Frightning stuff, but we think we like the sound of it. 

The MindDrive units should sell for around $150 when they’re 
made available in the US early next year, which is remarkable 
value considering its record-breaking cool quotient. The first 
devices will also come bundled with some software, including 
games such as downhill skiing and a Doom clone. More news 
when it breaks. 


Michael Jackson chat session. Subscribers can ask 
questions in real time and have them answered by 
the Gloved One himself. 

Rumours are circulating that Sega is either looking 
at an outright takeover of the 3DO company, or 
will be licensing the M2 technology for its arcade 
machines - or both. Apparently Sega have realised 
how far behind the pack the Saturn is in terms of 
outright power, with a Saturn/M2 add-on seen as a 
possible solution. The arcade rumour stems from 
similar reasons, nothing Sega has now or in the 
works comes close to M2’s power. And you thought 
the games biz couldn’t get any more bizarre... 

The new 3D Internet language VRML has found 
its way to Hyperactive. Now users can navigate the 
Web in a Doom style 3D environment. Naturally 
we’re first with the cutting edge technology, check 
it out at "http://www.next.com/vrml M . 
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MechWamor, BattleTech and Mech are registered trademarks ol FASA CORPORATION 
Activision is a registered trademark ol Activision, Inc 
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MACROSS PLUS 



During the early eighties an ambitious anime project was released 
to an unsuspecting public. Macross (released here in the west as 
Robotech), helped to completely re-invent the sci-fi anime as we 
know it; with its ultra slick and cheesy style, it didn't take long for 
Macross to establish itself as an all time sci-fi classic 
Almost ten years after the release of the first series, we are experi¬ 
encing the second wave of Macross with MACROSS 2, MACROSS- 
Clash of the Bionoids and the MACROSS PLUS series currently 
available on the shelves. The Star Trek of Jap Anime? 

Well, after watching MACROSS PLUS part two I suddenly under¬ 
stand what all the fuss is about This series is brilliant. 

The story takes place on the colony planet Eden, where the mili¬ 
tary is testing its new line of fighter aircraft. The rivalry between 
the two fighter pilots Isamu Dyson and Guld becomes the main 
focus, as the two rivals push their talents into a supreme test of will, 
This is the most cutting edge anime available The special effects 
in this particular episode make classics like Akira stand still, the 
beautiful crowd scenes with the Ikdoru still makes me gape in slack 
jawed wonder The science in Macross is extremely well designed 
and well thought out; and not only do the characters move well, but 
they’re really well written. 

Again Macross establishes itself as one of the leaders of Anime. This is 
a sneak peak at the future of Japanese animation. MORE PLEASE! 

Rated PG Distributed by Siren Entertainment. 10/10 


ROBOT CARNIVAL 


"It's 2199 and the radiation from Gamilon bombing threatens to 
destroy life on Earth. Space cruiser Argo races against time to find 
the Planet Iscander to bring back Cosmo-DNA, which can reverse 

the contamination.on board, officers Derek Wildstar and Mark 

Venture wage their private war. Chief mechanic Sandor is revealed 
to be a cyborg Captain Avatar, weakened by radiation poisoning, is 
kept going by ship's doctor Sane. A funny robot called l-Q takes 
over when the human crew needs help Radar operator falls in love 
with Mark and Queen Starsha waits on Iscandar-with a man from 
earth the Star blazers have given up for dead ..." 

Clive James once described Bay Watch as the show with every¬ 
thing. Star Blazers is the animated Bay Watch of sci-fi. How many 
plot developments can one series have? 

Star Blazers has the whole lot. The great thing is that whenever 
there’s a problem the whole thing can be solved by two 
words ..WAVE MOTION. If we need to get anywhere ...WAVE 
MOTION If we need to wipe out an intergalactic army . WAVE 
MOTION In fact, why go for Cosmo-DNA? I'm sure WAVE 
MOTION could solve everything! 

Like I said in an earlier review of Star Blazers, it's pretty unfair to 
judge this classic with the anime standards of today. In it’s heyday 
Star Blazers was king It was pretty entertaining when I was a wee lad 
and it's still pretty entertaining now. . .even if it is for other reasons. 

It's old animation sporting characters that look like Speed Racer 
and wear funky disco flares and spout some pretty ridiculous lines 
The plot's got more holes than Swiss cheese and the animation 
itself is so dated it’s embarrassing. Fantastic 

Rated G Distributed by Kiseki. 7/10 





It’s got a pretty weird arse name, but hey, isn't this what we expect 
from the Japanese? 8 Man After is the much touted Japanese hero 
from the sixties, revamped for the new audiences today The blurbs 
to the anime describe it as “Part Phillip K. Dick, part Phillip Mar¬ 
lowe’’ In other words, a gritty sci-fi detective film noir So is it? 

The story starts off with Hazuma. ex-cop turned bad ass detective 
on a case to hunt down a missing scientist. On the way he encoun¬ 
ters a group of psychotic "Cyber-Junkies" (kinda like meres with 
Cyberware weapons grafted onto several parts of their anatomy) 
who cut the hard boiled Hazuma down to size, paving the way for 
him for his transformation into 8-Man 
Super-fast and super strong, 8-man cuts down his enemies in a 
bloodbath of gore and violence, but fails to do so in the level of 
entertainment. I found the whole thing to be rather slow paced 
(ironic for the style of character 8-man is), and often at times I 
found it hard to maintain my enthusiasm for this film 
The animation style is pretty old, with nothing really outstanding 
to make your eyes go ga-ga However, if you’re a fan of animes like 
The Guyver and Ultraman, then 8-Man could be you cup of tea. 
Otherwise it's a bit of a yawn. 

Rated MA 15+ Distributed by Kiseki 6/10 


Robot Carmval 


There was a time that you couldn’t walk into a party in the sub¬ 
urbs without a group of mind altered people sitting around a video 
watching Disney's classic animation. Fantasia. For some reason it 
was the perfect "chill out" video, and you could sit there in total 
bliss watching hippos dancing with crocs in full technicolour. 

Well to all those who thought this particular past-time to be long 
dead and gone, get ready for ROBOT CARNIVAL, a strange and 
wonderful showcase of Animes compiled and produced by some of 
the better known animators of Japan. 

Featuring seven short animated pieces (including the introduction 
and opening shorts co-produced by AKIRA's Katsuhiro Ottomo). 
ROBOT CARNIVAL is a compilation of short stories all based 
around the theme of (yep. you guessed it!) robots. 

The best thing about a compilation anime like this is that among 
the collection there is often a classic gem or two that pushes the 
boundary of the medium. It's also a factor that the animators aren’t 
tied down to conventional anime narratives, and more often than 
not each anime displays a love of the experimental; ranging from 
the beautiful cyclic animation of Mao Lamdo in "Clouds", to the 
ultra cheesy "Starlight Angel" by Hiroyuki Kitazume. 

Technically, it displays some of the best animation that Japan has 
to offer. "Nightmare" byTakashi Nakamara. "Presence" byVasuo- 
mi Umetsu and Kouji Morimotto’s "Franken’s Gears" will have you 
creaming your pants with their technical brilliance. 

A brilliant collection which all anime/manga fans must see 

Rated PG. Distributed by Kiseki 9*5/10 



RANMA/2 

Part One - Desperately Seeking Shampoo 


OAV Series #1 

Now Available STARBLAZERS, EIGHT MAN AFTER and BABEL 2 


For all your ANIME Enquiries contact 
the Kiseki Club 

198 Fem Road Wilson. WA. 6107 
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Mega Drive 

1. Brian Lara Cricket 

2. Ren & Stimpy 


3. NBA Jam Tournament Edition 


4. Rugby World Cup ‘95 

5. Micro Machines 2 

6. FIFA Soccer ‘95 

7. Road Rash 3 

8. Story of Thor 

9. PGA European Tour Golf 

10. Triple Play *96 

SNES 


1. Super International Cricket 


2. Donkey Kong Country 

3. Super Empire Strikes Back 

4. Super Mario Kart 

5. Mighty Max 

6. Mario Paint 

7. NBA Jam Tournament Edition 

8. Jungle Strike 

9. Jurassic Park 2 

10. Stunt Race FX 



Mega CD 

1. Earthworm Jim 

2. Snatcher 

3. Supreme Warrior 

4. Battlecorps 

5. Eye of the Beholder 

PC CD ROM 



2. Links 386 

3. Star Trek:Next Gen - A Final Unity 

4. Super Karts 

5. Dark Forces 

6. Rugby World Cup ‘95 

7. NBA Live ‘95 

8. Nascar Racing 

9. Sim Tower 

10. Myst 

PC 

1. Alan Border s Cricket 

2. Microsoft Flight Sim 

3. Premier Manager 3.0 

4. X-Wing 

5. Civilization 







1. Wing Commander 3 



3DO Charts supplied by 
Sprint Electronics 




3D0 MULTIPLAYER SEGA SATURN SONY PLAYSTATION ATARI JAGUAR NEO-GEO CD 


THOUSANDS OF PROGRAMS FOR YOUR PC CD-ROM ONLY $19.95 


WINDOWS COMPANION 

Contains over 3000 programs lor 
Windows including all the latest 
applications, games and more 

GAMES AND ENTERTAINMENT 

Contains over 1500 latest Games in all 
areas (Arcade. Adventure etc) This CD is 
a must lor all Game lovers 

SOS: VOLUME ONE: 

Over 4000 programs covenng all 
categories This CD Rom is a must lor 
all those starting with PC CD ROM s 



You must mention 
HYPER when ordenng 


SOUND. MUSIC A MIDI 

Contains over 2500 programs for 
beginners to advanced musicians Into 
music? This is the Cd Rom for you! 

GAMES COMPANION 

Contains all the hints, cheats, trainers 
and solutions for almost every game 
Including over 3000+ Doom levels. 

EDUCATION 

Over 3000 educational programs for pre¬ 
schoolers to university students Fun 
Learning for all the family 


3DO SUPER SPECIALS 



now $29.99 (Save $20) DRAGONS LAIR now $99 99 (Save $30) 
Arcade FMV Game 
now $49.99 (Save $50) 


We sloe* all the latest m video game entertainment Wewiri always g>ve you helpful expert advice and ensure prompt 
delivery anywhere around Australia Welmve now secured the asiributtoo nghts to our very own NTSC to RAL TV 
System convertor and the Super Nintendo Turbo Switch (Yes we speed up your SNES by 17°-o) Would you like to receive 
information on all the latest systems’ M so, call us and ask to be part of our special Sprvnt List* Call for a FREE Catalogue 



To Order: Simply phone our sales 
representatives and give them all your 
details. You can even pre-order items 
before they are released. 

Payment: We take cash, money order, 
cheque, c/c or COD (Cash on Delivery). 
Finance is available to approved 
purchases who visit our showroom. 

SSSIH'HSL. 


Australia Wide Mail Order Service Available 
PH (03) 9427-9996 FAX: (03) 9427-0705 
22 GREEN ST. RICHMOND. VICTORIA 3121 

Dealer Enquiries are Welcome. We Can Supply your 
Video Game Store with all the latest Call us and see how 
we can save you money, ask for extension 100' 

All trademarks indkui and logo's are registered trademarks of their 
respective owners All prices are subject to change without notice 


You must mention this advert to receive this discount This offer ends 15/10/95 (Happy Birthday 
Anna!). Of why not purchase the entire set for $170 (Save over $105 of the R R P) Stocks are 
limited so be quick. Call us NOW AND SAVE!! 


^YES ! Please send me a no obligation FREE catalog. ^ 
Name: 

Age: Phoned 

J 

Address: 


City/State: 

p/code: 

\Systems owned: 

..J 
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The ‘net was originally developed so that US military 
researchers could share results with each other on projects of 
death and destruction. Later the net was also used for educa¬ 
tional purposes within universities. However, human nature 
being what it is, what do we really want to do with the Internet? 
Play games and swap dirty jokes, of course! 

Multiplayer games on the net have been around for a while, but 
until recently have been limited to text only Multi User Dungeons 
(MUDs) or strategy games (Empire). That's all changing pretty 
rapidly as games companies are rapidly developing graphical front 
ends that allow huge multiplayer battles over the net with hun¬ 
dreds of simultaneous human opponents. If you thought eight 
player Descent or Terminal Velocity death matches were fun, then 

try Quake or Confirmed 
Kill against hundreds! 
^ m First off the rank is 
mt Domark who should be 
^ finished Beta testing 

the front end for Con- 

S -/ firmed Kill by the time 

.—I / * you read this. Con- 

^ * r' ^ firmed Kill is Air War- 

^ 1L L * ^4 rior taken one stage 

bj— ► Jf V# further, and you can 

M ■ / L * play over the net 

\\ s I against up to 200 

* » _ r-‘I human players. This is 

just the Beta too, the 
* final vers ' on W 'N SU P“ 

port more than that. 

^ All you need to play is a 

ATLANTIS cyberspace shell account with any 

Internet Service 
Provider and a copy of the front end. During beta testing play is 
free and will only cost US$2 an hour on top of your ISP’s charges 
once it’s fully running. For more info jump to the CK web page 
at “http://www.domark.com/domark/ck/ck.html". 

iD software, renowned creators of Doom and Heretic are also 
working on a blockbuster multiplayer internet game. Quake is 
scheduled for release before Christmas ‘95 and will blow every- 


CONFlRM ED KILL 


thing you’ve seen away. Quake will be appearing for PCs and 
Macs and most UNIX systems and all versions will happily net¬ 
work with each other over the net or by modem. The true 3D 
world will allow hundreds of players to battle it out in the dark 
world of ancient norse Mythology and will feature sound effects 
by Trent Reznor of Nine Inch Nails fame! There's only rumours 
and the occasional snippet of info from iD so far, no screen shots 
or Betas, but to stay informed try these sites: 

Quake Newsgroup: news:alt.games.quake 
Id Software Website: http://www.idsoftware.com/ 

Unofficial Quake Page: http:hal-pc.org/~jasonv/quake.html 
Lastly, there’s also a few programs that let you play standard PC 
modem games head to head over the Internet, namely the Internet 
Head to Head Daemon (IHHD) and KALI. Both of these require a 
fair amount of techie skill to get working so ask your local guru, 
but it’s worth a look if you've got the time or the skills. 

IHHD: http://www.seas.upenn.edu/~liangh/IHHD/IHHD.html 
KALI: http://www.sover.net/~webman/ 


v 


ATLANTIS CYBERSPACE 


Quick Trawls: 


SpaceTec: http://web.spactec.com/ 

Makers of a very groovy 3D controller called the Spaceball. 
Atlantis CyberSpace: http://vr-atlantis.com/ 

These guys have a cool concept for a VR theme park. 

Giga: http://lightning.powertech.no/giga/ 

Norway's finest gaming magazine. 

The MUD Connector: http:www/magicnet.net/~cowana/mud.html 
A great list of MUDs including searches, web pages and more. 


Don't forget to keep 
checking out Hyperactive, 
http://hyperactive.com/ 
and e-mail any kewl 
new sites to 

trawling@hyper.com.au. 


SPACEBALL 

CONTROLLER 












GAME boy. 


baiters 


IF THESE AREN’T 
THE COOLEST 
GRAPHICS, MY 
NAME ISN’T 
YAWIGA KANAWI 




Nintendo 


it 


“The computer rendered graphics aren’t the only wild thing about Donkey Kong Land. ONLY ON 

Check out the four new worlds, 30 new levels and all new monkey mincing bad guys. ^Tg3“\ 

But you know what’s best, it’s all on Game Boy, so I can play it on my way to the mall.” ICT-Tl i 


GET THE LOW DOWN ON IT ALL INTENDO HOTLINE 1902 24 LOCI 

ITM CALI RATE 75c PER MINUTE 
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Ja^^cd Alliance 



Sir-Tech’s Jagged Alliance is 
deservedly achieving a cult status. It’s 
proving so popular that a new CD 
version is being developed for head-to- 
head play, via a modem, network or 
serial cable. When it’s here we’ll tell 
you the goss, but for now we're giving 
away 5 copies of the stand-alone game 
which got the cult ball rolling. 

A big cosy thank you to Directsoft 
for this excellent prize. 

What will be the new Jagged Alliance 
special feature? 

Send to: 

JAGGED ALLIANCE COMP. 

HYPER 

PO Box 634 


Converse Skates! ar 

No one can play video games all day, every day 
and sometimes you just have to go out in public 
and be seen. One of the coolest shoes to be 
see in is the new suede Converse 
Skatestar. Just like games, they 
have their own tech specs; 
padded shock-absorbing heel, 
tongue and sidewalls and super 
traction gum rubber sole. Basically this 
means they're real comfortable as well 
as being real sharp to look at. They 
would normally retail for around $90, 
but because we're so cool we’ve got a pair 
to give-away. Tell us all your details, plus shoe size 
and preferred colour (black, green, brown) and 
answer this question: 

What brand of footwear was Kurt Co bain wearing 
when he died (sob)? 

Send to: 

LOOKING COOL IN CONVERSE 

HYPER 
PO Box 634 

Strawberry Hills NSW 2012 



Strawberry Hills NSW 2012 



It *s a Mirage 

Mirage is a brand spanking new Myst sort of 
game, with you out mystery solving in the wild, wild 
west. It's being distributed by BMG and looks 
rather cool (we don’t know because we haven’t seen 
it yet), so we’re giving 5 away just like that. 

The game comes on CD ROM and runs on both 
MAC and PC, which is a bit of a revolution in itself. 
To win your very own copy, just answer this 
incredibly easy question: 

What game do they claim Mirage is like? 

Send to: 

IT’S A MIRAGE 
HYPER 
PO Box 634 

Strawberry Hills NSW 2012 


Caps of Some 

We showed you the latest star in the phenomenon 
that is Caps last issue, and now you can win your 
very own set of Sonic the Hedgehog Caps! They’re 
attractive, useful and fun, as well as being plastered 
with some people’s favourite game star. 

We’ve got 100 tubes of Glow-in-the-Dark Sonic 
Caps to give away, and each tube has five Sonic 
Caps inside, as well as a Glow-in-the-Dark Sonic 
"slammer”. And even if you’re not into Caps, you 
can always use the empty tube to hit people that 
annoy you. 

How many Sonic Caps come in each tube? 

Send to: 

SONIC CAPS COMP. 

HYPER 
PO Box 634 

Strawberry Hills NSW 2012 












































SUB SJ|R I B E 

FANCV A BIT OF «OT POLV&ON FIGHTING ACTION? 

^Icll, ikcrc s ^ o rtccd io <^o dow/i io i local arcade, because subscribe io 
HVPtR a vi d you could be doM ii m me covilori avid privacy of your owvi Iiomci 


We’ve <*oi 5 copies^ of FX FIGHTER, 

me ^ew PC polyi|o^) fi|Mer io ^?ve away 


io tiVPER readers wko subscribe iiiis movi i t\ 




(fita*iks Io Dai allow). So «ao 1 o*ily will you be ivi tSe 
a *aot prize, but you’ll be <*ettivi^ Awsiralia’s best 

cheaper avid easier iWavi frovt ike views a<^evi 


for 

via 

is * 


VOU’D HAVE TO BE A TOOL NOT TO DO IT! 
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II was due out over a year a<*o, but w 
ike last 12 montks all Ike world kas see* 
of Meckwarrior II are a few wtoufk 
watering clips of rendered cut-scenes. 
Now it's kere and ike world is a better 
place for iis presence. Meckwarrior II is 
Activision’s bluest title in years, as 
well as bei*^ one kell of a kot play. 
NVPER’s Ben Mans ill ^ocs one-on-one 
witk Meek Project Leader Josk Resnick... 

OK, Ike first tkini* we kave to know is, wkat took you so lon^? 

We realised during development that we had to switch to a protected mode operat¬ 
ing system to get the best performance. Pratected mode allowed us to access all the 
available memory, instead of just the 640K 

I *uess a lot of companies would kave suffered tkat problem, switching to 
DOS4GUJ (a ntnory manager tkat ^ives access to all memory instead of just 
tke base 640k) mid-way tkrou^k development? Was it a major re-write? 

It was a major re-write! Absolutely! We had to almost start over again I started 
on this project as producer in early October, so we re going into our 10th month 
now. We inherited a very robust engine, bjt it took a little bit out of us to convert 
it over to protected mode. It was at that point that we could start designing our mis¬ 
sions and designing the tools and other th ngs like that, that would allow us to get 
into playing properly. 

Wkat sort of fcalurcs did tke new engine allow you to include? 

Well, with all this memory we can do... gosh, so much, for instance the game has 
three modes of resolution, we can do 320x200, 640x480 and 1024x768 

Wkat sort of PC is required to run MW2 in maximum resolution? 

Well, a 486/66 with 8 megs of RAM should be fine. If you run it on a higher proces¬ 
sor you’ll get a better frame rate. We’re shooting for 10-15 frames per second as an 
average frame rate, on a Pentium it goes higher. 

Tke wkole tkin v plays more like a sim tkan a *ame, it’s all very serious, 
wkick we tkink is terrific, is tkat wkat you wanted? 

We have a mix, it's both a sim and an action shooter. The simulation parts is a real 
physical environment, it’s a 3D environment. We take into account gravity and weath¬ 
er patterns and things like that. At the same time we want people to jump in really 
quickly, we want the controls to be very familiar and intuitive. They can take a Mech 
and just romp around the terrain, fire off the missiles and have a good time. 

Wkick is wkat it's all about... 

Exactly, that’s part of it. But this game will appeal to simulation fanatics in that 
v/e're very true to the Battletech universe, we have very complex and rich worlds and 
missions and if you’re going to complete a career you're going to have to spend a lot 
cf time on this game 

I*vc seen a lot of talk on tke internet news groups wkerc tkey’re all talking 
about tke story of tke MW2 clans, tke FASA universe and all tke political 
sub-plots in tke story, taking it all very seriously. Does tkis strike you as 
a little weird? 

We’ve been very true to the universe and also those people because they form our 
core audience. Those hundreds and hundreds of thousands of people out there who 
have played the board games, who have read all the books and who are generally very 
passionate about the Battletech universe. So we've been very true to it in terms of the 
configurations of the Mechs you can take out and the technological constraints, the 
weapons they have and how we develop the story. At the same time again we wanted 
to appeal tc a broader audience, we want you to just go out there and get a satisfac¬ 
tion from blowing things up. You get the gorgeous visuals and the explosive sound 
effects and the pretty movies and all that kind of stuff. 

Will tkere be scenario disks later on? 

Absolutely. We’re gonna have two expansion packs that will include additional clans, 
additional missions and/or additional Mechs themselves. Also we re gonna have a full 
network version that’s gonna follow the main release, that will allow up to eight play¬ 
ers to play over a Local Area Network and modem to modem It'll have specially 
designed missions and it will also have other Al Mechs, turrets, tanks and gunships. 

Will Ike initial release include modem play? 

The initial release will have head to head support for networks and modems, two 
people will be able to get on board and play each other in three missions and they’ll be 
able to pick from I think around four Mechs to choose from We like to think of it as 
a taste of things to come. One bn one Mech is fantastic, everyone's addicted over here. 

So MW2 is an on v oin v project for Activision? 

Absolutely, and also were going to have a Windows version and a Power MAC ver¬ 
sion. There’s a lot of follow-on Mech products. 


Is it a bi v tea* working on tke project? 

Thirty people, it’s all in-house. We have designers, writers, programmers, artists, 
production staff - and that doesn’t include testers and all those other folks. 

Comparing it to otker similar *ames like Eartksie^e, Battledrome and Iron 
Assault, kow do you tkink MW2 stacks up? 

I know this is going to sound biased, but I think we really took a leap forward I 
think we broke through a lot of the cliches that have been plaguing this type of 
genre. I think our 3D depth and the gorgeous art is incomparable We have a virtu¬ 
al cockpit, it’s a real 3D object in a real 3D world whereas they still use a 2D cock¬ 
pit and they're not full-screen - we re full screen. Our worlds and our missions are 
much more exciting 

Earthsiege is kind of limited in that they have to stay on Earth, so all the attacks 
and missions and everything have to look like Earth; our terrain and our worlds are 
gorgeous and varied You can have a mission that takes place on a lunar surface, inside 
a dense urban environment, on a planet with volcanoes, on an ice planet or a desert. 
At the same time we can actually interact with the terrain, you can walk over moun¬ 
tains and through tunnels and down canyon passes Our Mechs are also equipped with 
jump-jets, so there’s a full aerial combat section of the game where you can jump in 
all directions. There's even a special manoeuvre in the game that’s called Df A or 
Death From Above where you jump on top of another Mech, and because your leg 
armour is stronger than another Mech s head armour you can actually destroy that 
Mech by crushing them from above. 

Sounds very cool.*. 

Yeah it’s really neat. I could go on and on. but there’s a lot of things that we do that 
they can’t, which is nice. 

OK, I kad planned to ask you wkat sort of <*ame you’d make if you kad a 
completely free rci«*n, but it sounds like you’re doin<* it now and tkerc’s a 
lot of passion in tkis project... 

Exactly. Everyone here are very committed 3D people. We just love the whole con¬ 
cept. and our company is pushing in that direction. MW2 really pushes the envelope 
in that area, and I think you’ll see a lot of new games from Activision that takes advan¬ 
tage of this engine or even newer engine technology. 

Can you ^ive me an idea of wkat else Activision are working on? 

We're making a pretty strong push into the 3D area I know the company is talking 
about a 3D Pitfall to follow Pitfall: The Mayan Adventure which we’ve just released. 
We're also working on a sort of futuristic 3D hockey-like sport game. 

Vcak, 3D Is fkc tk»n v at tke moment, tke re seem to be a wkole lot of jet- 
sled racing combat yames like Slip Stream and Hi-Octane... 

Exactly, it’s kind of similar, but at the same time takes a leap forward. I can't really 
give you much detail on it, I apologise, but it's looking fantastic, it’s a real nice product. 

UJkat yames impresses you outside of Activision and wkat do you like to play? 

Oh God, I like to play anything 3D basically One of my most ecent favourites was 
Dark Forces, I thought they could have done more with their audio and cut-scenes, but 
I was very impressed with the level design they were very complex and rich and you 
could really lose yourself in them. They wa / they used the voice overs and some of the 
sound effects created a very immersive experience. I really enjoyed Dark Forces 

Vcak, I tkink it was tke first 3D first person perspective yaw tkat made 
people realise you can't keep comparing tkem to Doom. Just because it's 
first person doesn't mean it's tke same yenre... 

Exactly, they really took stuff forward which was really nice, it was very refreshing. 
I mean, I enjoyed Heretic, it was a little bit different to Doom, they were very creative, 
they look like they had a fun time making it, like with the eggs that turn people into 
chickens and things like that, but essentially it was just a clever approach to Doom 2. 
Decent had a lot of members of my team hooked for a while, but the frame rate real¬ 
ly got to them, it was really tough to have eight players out there, it kind of really 
slowed the game down, and for them all true 3D games had to keep the frame rate up 

To tell you the truth, I’ve been so busy making MW2 that I haven’t had much 
chance to sneak out. Iron Assault and Earthsiege didn’t impress me enough to spend 
much time with them and Battledrome was extremely disappointing. When Earthsiege 
First came out; to their credit; there really wasn't anything else out there that was 
Mech-like. Earthsiege really was the only one out there. 

Now, because MV|/2 Is so simulation intensive witk controls for torso, le^s, 
weapons and tke rest, is it critical 1o kave a yood set-up witk equipment 
like CM and Tkrustmaster to make it ill work effectively? 

Not at all. Actually to tell you the truth I enjoy playing the game the most with just 
the mouse and keyboard A lot of other people like to play using their Thrustmaster 
gear and the like, but it’s really not necessary. Our game works with every type of 
input device, not only the standard joysticks, but also the rudder controls and also 
some of the virtual reality headsets. For instance, our game will be compatible with 
the Virtual 10. it’s a really nice and elegant design, that's one of the few we re going 
to support with the initial release I think ours is also going to be compatible with the 
Phoenix and Spaceball Avenger and a lot of other peripheral devices too. 

Sounds like Ike yamc to kave... 

Definitely, it’s really addictive. We’ve been playing it for ten months now but every 
day our level of excitement grows and we still enjoy playing it. I think the audio in our 
game is something worth mentioning, we have developed originally scored background 
music for almost every mission in the game so each time you play it's fresh instead of 
the same music throi gh every mission. Ou' sound effects also are fantastic, we have 
a very high-end studio in Hollywood that developed the sound effects for us. 

II all sounds like MW2 will do for it's ^enre wkat Falcon 3.0 did for combat 
fliqkt sims... 

That's what were hoping for. We re feeling very confident about this game, we real¬ 
ly think we re gonna take the industry by storm with this one. 

And wc tkink tkey mi«*kt just do it too... 
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Brand 


The iiws Ikcy arc a rwsKM<« Madly akead. Tkis year kas 
sccm IWc arrival of console Machines which equal me 
power of me fastest PC, but provide actio* *aneplay on 
par with ttie very best on offer in Arcadeland. Leadin* 
the charge are the 3DO, Se*a Saturn and of course, the 
Sony Playstation. Sonetinc between rl*ht now and the 
next appearance of Halley *S Conet should see Nintendo’s 
Ultra 64 hit the streets, but for now we’re quite happy 
with what we’ve *ot, thank you very Much. 

While 3DO continues to creep alon* slowly and steadily 
and Saturn 


Sony weighs in with the Playstation 


planning bi* things for their Playstation. Very bi* 
things. In fact, the Playstation represents the largest 
launch for Sony since the audio CD! The Australian 
launch is set for nid-Octobcr, with alnosl $3 Million set 
aside for its pronotion. Serious stuff. At $695 it repre¬ 
sents pretty sensational value, especially when you 
consider it’s 3D power exceeds nost Pentiun PCs costing 
several thousand dollars. However, nany goners will be 
disappointed that the price-point is not lower, consid¬ 
ering that you can pick one up in Anerica for $299 (US). 

Software support is the Pi ays t at ion *s nain strength 
though, and by the end of March next year, at least 60 
titles will be on the narket. These won’t all be a boring 
variation on the sane thene cither, and there truly is 
sonethin* for everyone. Adventures, RPGs, Beat 'cm Ups, 
Driving, Flight Sins - you none it, Playstation’s *ot it. 
The *tc*a Drive and SNES aren’t *oin* anywhere in a 
hurry though. Support for the workhorses of the console 
world will continue for a Ion* tine to cone, but the 
Playstation and its brethren arc where the future lies. 
The *ancs are anazin* - even our "seen it ail before” 
blase attitudes were severely shaken by the exceptional 
quality of the *anes we’ve seen so far. And there’s far 
to then than just pretty graphics too... 

To help you *et an idea of what's coni**, we’ve assenbied 
the following Playstation previews. Rcncnber, while these 
*ancs look nothin* less than sensational, they are ncrcly 
the fore-runners of a rush of even More fantastic soft¬ 
ware in 1996. It’s a *ood tine to be a video *aner... 





The 


OS IS 

venture 


play: «*/a 

Your average Science Fantasy fan has a healthy col¬ 
lection of Michael Moorcock books. Amongst them, 
you will almost certainly find tales of one of Mr 
Moorcocks favourite heroes, Elric. 

The stories are awash with magic and a proliferation of wiz¬ 
ards - both good and evil. It’s in this dark world of dragons and 
dungeons that the game Elric: The Almon’s Mission is based. 

Playing as Elric, your quest is to uncover the hidden motives 
of the evil wizard Almon, who has claimed to do wondrous 
things for the kingdom you call home. You know better than 
to trust a freak wearing a pointy hat, so onward you quest, 
forging legends and uncovering Almon’s surreptitious plans 

The RPG/adventure game is fully 30, with three 
cities, two villages and eight dungeons to explore 
Magic spells and devastating weapons are the tools of 
your trade in this real-time world. 


Publislter' 





. e 

play: No 



A huge and complex futuristic world of danger, mind- 
numbing puzzles and big guns. Hold me back! 

This is the game for people who like their playing 
busy. Even skilled gamers will have their hands full in 
this 3D world of traps, evil scientists and mystery 
Blending the action of Doom and the brain work of an 
adventure game. Crossfire looks like pretty good value. 

The plot has you playing as Conrad, who you should remem¬ 
ber from Flashback. While strictly speaking this is a sequel, the 
completely new game engine puts Crossfire in a class of its own 
- quite an achievement considering the game's heritage. 


Category: Ract 
Due: Ociober 
Players: 0*e - Iwo 
Linked play: Ves 


. _ _yptosis 
Racivty 


Hot? Smouldering! This one blew everyone away at E3 

The incredible graphics flow oh so smoothly, the sound¬ 
track pumps and the gameplay has our mouths watering. 

Playing a lot like Slip Stream 5000 (reviewed this issue), 
WipeOut is a straight racing game with a dose of combat. Your 
weaponry won’t kill opponents, just slow them down for a bit 
Multiple tracks prove this is no Ridge Racer, with the 
longterm score being boosted by multiplayer support 
This could well be one of the All Time Great Games, 
and it definitely looks like one that any Playstation 
owner will want to call their own. 


Publis oft 

Category: Suwlalioo 
Due: November 

P lli'MS3 : pft , V C : NO 

Could this be the World's First Proper Console Flight 
Sim? Checking out developers Single Trac’s credentials, 
it sure looks like it fits the bill. They're previous jobs 
include simulators for NASA and defence industries, so 
knocking up a bit of software that lets you play jet fight¬ 
er pilot should be no trouble at all for these jocks. 

Mixing air-to-air and air-to-ground missions, Warhawk 
aims to please with a high dose of action without the 
need to memorise a 200 page manual. If Sony (or a 
third-party manufacturer) has an analogue joystick out 
in time for Warhawk, it’ll be a must-have for sim-fans 
who can't manage the $3000 + for a high-end PC. 


CROSSFIRE 



WARHAWK 
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Ever felt the need to play with your Lancelot? Well do 
we have a game for you! Chronicles of the Sword puts 
you in the metal boots of one Gawain, who is a brave 
knight in the early years of King Arthur s Camelot 
The high-res adventure game should please gamers 
looking for a little interaction at a more sedate pace. 
Romance, evil magic and the occasional quest is the 
expected fare in Chronicle. 


Motor Racing purists will cringe at the thought, but 
here is a racing game that focuses on the real reason we 
sit through lap after bloody lap. Yep, the carnage. 
Provided nobody is hurt - which they rarely are, the 
stacks are far more entertaining than the one or two 
passes an average race “entertains" us with. 

Now, finally, a game developer has caught on, with 
Destruction Derby from Psygnosis the latest game to 
have on the Playstation. 

The Nascar style sedans are crumple-zone free zones. 
The idea is to ensure that you’re the only surviving racer 
on the track. Tracks? Forty of them in fact, which is a 
lot more than any other racing game can offer. 

Sounds too good to be true, and it gets better. The 3D 
worlds are ultra smooth and richly detailed The collisions 
are modelled realistically and look fantastic. There are no 
bothersome rules to bog your racing career down, just get 
out there and do as much damage as you can! The game 
links too. so your chum can bring their Playstation around 
for a bit of multi-player heave-ho (provided you have two 
TV's - and doesn't everybody?).Way cool. 



You're stuck in sunny Siberia and hordes of alien nasties 
are homing in for the kill. No problem, just slip into this 40ft 
high battle suit and go wild! Sounds a bit like Mechwarrior? 
You bet! But if it’s a decent play we won’t care a bit. 

No hold barred combat is what Krazy Ivan’s all about. 
A smidgen of hostage rescuing is involved, but not 
enough to complicate the gratuitous destruction spree 
you're committed too. 

Krazy Ivan’s linkable too, so invite your friends 
around... then waste them! 


This one first appeared on the Neo Geo and rapidly rose 
to claim the crown of Top Shooter. Now it’s back on the 
Playstation, but in 32.756 colours and with Silicon 
Graphics rendered art thrown in for good measure 
Want more? The Dolby Surround sound will rock your 
living room like never before and the advanced light- 
sourced graphics will keep you smiling the whole time. 

Select the particular ship that suits your style, each has 
strengths and weaknesses, but all are capable of blasting 
their way through over 1000 enemies in six monster levels. 
This one can’t arrive soon enough for us. Very hot... 



io 






KRAZY IVAN 



VIEWPOINT 


Publisher: pP*U£s wo 
C ategory: Aave*lure 
Due: October 

"QKSf&s no 

Console critics have always been able to fall back on the old 
argument that only PCs and Amigas have proper Adventure 
games. No longer* Discworld is one of the All Time Great 
Adventure games, and now it's found its way to the 
Playstation. Based on Terry Pratchett's best-selling series. 
Discworld abounds with Dragons (who are the heroes) and 
Humans (the evil ones - naturally). Full-screen gameplay 
with an intelligent cursor and a walking inventory., too 
much! This title alone should sell a few Playstations. 
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Players; 0*e 
Linked play: No 

You come home one day to find that your baby sister 
has disappeared. Sounds like cause for celebration to 
us, but in this age of political correctness it's off in 
search we go.. .hrmphhh. 

We'll excuse the silly plot, because G-Police features 
a complete city in full 3D. The caper is to explore the 
place and dig up some clues to help you find your 
missing sister 

The game's style reeks of manga, with high-powered 
weaponry and supremely cool flying cars for the taking. 
There is complete freedom to venture anywhere you 
desire, like shopping malls, the airport, power stations 
and a hell of a lot more. 

Could be another excellent reason to take the 
Playstation path, we think. 


is 


this, take 

note! Consoles are not just about platform games 
The Playstation’s Adventure and RPG games prove 
this, as does Entropy, a new empire building/ 
strategy game. 

Sounding very much like the brilliant PC game 
Master of Orion, Entropy has you exploring solar sys¬ 
tems and their planets, managing resources and devel¬ 
oping science and weapons. 

You're out there doing all of this because the sun is 
slowly disintegrating. The race is on then, to both 
colonise suitable planets and discover the cause of the 
sun’s demise. 

Entropy sounds like just the ticket for an all-week¬ 
ender in your cosy chair. Console gamers new to these 
games are in for a treat, the satisfaction of building a 
huge and powerful Everything from a faltering and 
inconsequential Nothing is mightily rewarding. 

Eventually, contact with aliens occurs, but no power- 
ups will save you from their wrath; cunning, strategy 
and foresight will instead be your saviour 
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All New World of Lemmings was the last Lemmer 
from Psygnosis, but its radical new approach to Lem- 
driving fell a little flat, if the truth be known. This one 
though, looks like resurrecting the love we all had for 
the little critters and their suicidal penchant. 

Yes, it really is 3D. The levels are 3D, so an entire 
new dimension (literally) has been added to the puz¬ 
zles. If it ail gets too confusing, just switch to 
LemCam to see the world through the eyes of a 
Lemming. This may well be the gimmick of the year, 
but we’re suckers for this sort of stuff and even 
without seeing the final game, we reckon it could be 
one of the years truly hot titles. 

Clever shoppers looking for value, take note: 
There will be 100 levels, 10 Lemming themes, 30 
music soundtracks and 30 Lemmings Last 
Requests. We have no idea what the last bit 
means, but it sounds good enough for a BIG review 
the minute a copy arrives. 
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to do with the movie (of almost 
the same name), nor has it anything in common with 
any previous game. 

Jumping Flash is. well, a jumping game. Not the 2D 
platform variety though, instead it shares more with 
Superman’s pastime of leaping tall buildings in a sin¬ 
gle bound. 

The first person perspective will remind many of 
Doom and its clones, but simply walking around shoot¬ 
ing things is not the path to victory. To accomplish 
anything you’ve got to jump. Jump high and jump far. 
Three strengths of jumping are available, a wee hop. a 
bit of a bound and a ballistic leap. Using the big jump, 
it's possible to look down while airborne and see the 
entire game world below! 

Built-in weaponry takes care of the enemies, like the 
penguins that slide at you on their bellies - you know, 
normal game stuff. 

Being totally new, Jumping Flash already has our 
attention Hopefully the gameplay will be as attractive 
as the concept. 
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Twisted Metal 


Publisher: So^y Uwaesofi 
Caie^ory: 3D sHoofer 
Due: November 

Another 3D driving combat game ... great! Five cool 
worlds to rampage through and a choice of 12 vehicles 
to drive, like a motorbike, truck, taxi, ice cream truck 
and other bizarre fighting cars. 

On-screen there are four different viewpoints, from 
behind the wheel for realism to up and behind so you can 
properly check out the post-apocalyptic architecture. 

Twisted Metal will probably appear before most of 
the others here, which suits us ‘cause we want it now! 





We couldn’t forget this one, could we! As you might 
already know, Sony have scored the exclusive 32bit 
release of Mortal Kombat 3 for six months. This will 
surely make a lot of fighting fanatics turn to the 
Playstation rather than the Saturn or 3D0. 

Early reports say that it is an almost excact reproduc¬ 
tion of the arcade beast, and given its critical impor¬ 
tance to Playstation's sales there's little doubt that it 
will be a smokin’ conversion! 


Adventure 


Due: Jan 

p tea 2 r, 


ploy: */a 


Your body has been possessed by an alien cop. His 
motives become yours. He wants something done - you 
do it Happens every day, or at least it does in the world 
of Parasite, 

The alien is with you every step of the way, issuing 
instructions for your part in his grand scheme. Through 
it all you will fight to find a way to rid your body of this 
infestation, but not until you helplessly carry out the 
deeds the alien wishes. Using his powers, you will even 
morph into other creatures. 

Sounds like fun to us! 


may be 

unknown to many, but their credentials are undeni¬ 
ably impressive. The company was founded by three 
programming boffins who’d tossed in their jobs at 
military aerospace corporation Martin Marietta. 
Their first foray into the games universe was a big 
helping hand with Sega’s arcade game Desert Tank. 
Their apprenticeship thus served, the group then 
began work on Razorwing, the preview of which blew 
everyone away at E3. 

n-Space claims that only the Playstation has the 
power to replicate most of the features they had 
incorporated in their military flight-sims while at 
Marietta. This flattering endorsement may be a slight 
stretch of the truth, but what we ve seen of 
Razorwing is impressive indeed. Silky smooth 3D 
action surrounds your armoured hover tank. Strategy 
and action are needed, with the sci-fi environment 
throwing plenty of challenges your way. Razorwing is 
looking Razor sharp. 
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The group behind Razorwing; n-Space; 
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Of course, if you've been reading HYPER over the past few months you would 
have already seen some Playstation games fully reviewed. Here's a re-cap... 



To*tS 4*i*dc* (92% - issue #18) 

totally blew us away, and this 3D polygon fighting game 
gives Virtua Fighter a run for its money both in terms of 
graphics AND gameplay Until we see Virtua Fighter 2 
on the Saturn, this is definitely the best looking fighting 
game you can play at home. The special moves are awe¬ 
some, the controls are perfectly responsive and the 
graphics (both backgrounds and characters) simply have 
to be seen in action to be believed. If you’re getting a 
Playstation, you should be getting Tohshinden too. 

Rid^e Racer (92%-issue#18) 

is a near perfect conversion of the arcade driving 
game. Everything’s there - the instant replays, the 
music, the choice of cars, the different viewpoints and 
even the bikini girls! To top it all off, you get to play 
Galaxians while the game is loading! While it might fall 
down due to the lack of courses on offer, there’s no 
doubting that Ridge Racer is one seriously sexy racing 
game that looks and sounds a treat. 

Motor Too* Gra*d Prut 

(75% - issue #20) 

is a totally tripped out and very Japanese racing game that 
will stun you with the graphics but leave you a bit flat in the 
gameplay department. A local release has not been con¬ 
firmed at this stage, but if you get the chance you should 
take a look at the game just for the seriously strange visuals. 


Playstation Peripherals 

It's the worst tmng in the world to splash out on a 
new super-console, only to find that no decent periph¬ 
erals will be released to support it. That won't happen 
with the Playstation! Yes, it's peripheral city in 
Sonyland - just check out these goodies: 

Navtco Neyco* 

It looks weird, it is weird, but by golly it really works! 

Almost everything about it is identical to a normal con¬ 
troller, but the two halves twist to provide proportion¬ 
al control. Perfect for steering that Ridge Racer around 
the track without loosing it on every corner. 

RFU Adaptor 

Don’t own a techno-wonder telly with AV inputs? No 
worries, the old fashioned RF variety is supported with 
this connector. 

Combat Cable 

No, it’s not a whip. With one of these your chum 
can visit with their own Playstation for the wildest 
multiplayer action ever! (make sure you've got two 
TVs though). 

Mouse 

With the full-on adventure and strategy games com¬ 
ing the Playstation's way, this will ensure smooth 
and precise gaming action - you even get a 
mouse pad to sweeten the deal! 


Tckke* (84% - issue #21) 

is yet another near perfect arcade conversion. The graph¬ 
ics in this polygon fighting game simply poo all over Virtua 
Fighter 1, and while the gameplay mightn 't be quite as excit¬ 
ing, there’s no doubting that this is a top notch biff fest... but 
if you've played it in the arcade you'll already know this. 

Cybers led (65% - issue #21) 

has been our only disappointment so far. The big fun 
with this game at the arcade is the two player mode, 
and on Playstation the two player option is a dog, 
owing to the split screen (which allows you to see 
where your opponent is). But when the adaptor cable 
arrives (as it no doubt will), allowing two (or more) 
Playstations to be linked, that problem will be solved. 


ABOVE: TOHSHiNDEN 
LEFT: RIDGE RACER 



Schedule 




This nifty goodie is 
the size of a matchbox , ^ \ 

and far more useful. 

Besides mundane uses 
like saving games, this 
wonder is portable proof of 
your gaming genius, and you’ll 
be able take those saved games 
and high scores with you anywhere! 



Ocio 

Mortal Kombat III (SCEA/Williams) 
Tohshinden (Takara) 

Destruction Derby (Psygnosis) 

Ridge Racer (Namco) 

Wipe Out (Psygnosis) 

Extreme Games (Sony Imagesoft) 

Kileak the Blood (Sony Music) 

Jumping Flash! (Sony Computer Ent.) 
3D Lemmings (Psygnosis) 

Discworld (Psygnosis) 

Air Combat (Namco) 

Warhawk (Single Trac) 

Novastorm (Psygnosis) 

Cybersled (Namco) 

Gunner’s Heaven (Sony Computer Ent.) 

November 1995 

Tekken (Namco) 

Twisted Metal (Single Trac) 

Assault Rigs (Psygnosis) 

Krazy Ivan (Psygnosis) 

Starblade Alpha (Namco) 


Arcade Fighting 
3D Fighting 
Combat Racing 
Driving 

Combat Racing 
Fighting Sports 
3D Action/Strategy 
3D Platform 
3D Puzzler 
Adventure 
Combat Flight Sim 
3D Air Combat 
Shoot ’em up 
Act ion/Com bat 
Platform Shooter 


Arcade Fighting 
Combat Racing 
3D Shooter 
3D Shooter 
Shoot ’em up 


$99.95 
$99.95 
$99 95 
$99.95 
$99 95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 
$89.95 


$99.95 

$89.95 

$89.95 

$89.95 

$89.95 
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Crusader! No Rectorse 


The Christmas of ‘95 is shaping up to 
be a right boomer. The list of hot titles 
we're expecting grows every day now, 
with Crusader: No Remorse from Origin 
the latest addition to our Highly 
Desirable list. 

Set 200 years in the future, the old reli¬ 
able Big Brother theme raises its not 
entirely unattractive head, setting a pic¬ 
ture of a bleak Mega-Corp. controlled 
world. The evil empire in this case is the 
Consortium, it's a conglomeration of the 
worlds governments, which turns out to 
be nothing less than a global dictatorship. 
Any civil unrest is quickly crushed by their 
elite Silencer corps. - amongst whose 
ranks you count yourself. However, the 
day to day thuggery of beating innocent 
civilians to a bloody pulp leaves you with 
a minor case of selfdoubt. 

Purging your soul of such heinous acts 
of anti-social behaviour means joining 
the Resistance. Their variety of penance 
involves the sabotage and destruction of 
your former employers and their armies. 
Needless to say, the Consortium is less 
than pleased with your new found sense 
of righteousness, at every step of your 
new career path Silencer troops happily 
unleash the mighty firepower at their 
disposal. Luckily you pack a similarly 
potent array of weaponry, so a good¬ 
time festival of carnage ensues. 

The game offers over a dozen multi¬ 
level missions, each with multiple objec¬ 
tives. Throwing a bit of adventure game 
into the mostly action mix, Crusader will 
feature the occasional puzzle for players 
bored by outright destruction. 

The isometric view has a Relentless feel 
about it, but with much larger sprites 
and more plausible science fiction tech¬ 
nology. Such lavish detail will ask a lot 
of your system, with an 8 MB 486/50 
being the absolute minimum. 

Your character is capable of an impres¬ 
sive range of movement, he can run, 
crouch, walk, jump and roll. Overall the 
whole shebang sounds a bit like a cross 
between Syndicate and Flashback, which 
is not an altogether unhappy situation. 



PC CD ROM 


Available: OCT/NOV 
Category: ADVENTURE 
Players: ONE 
Publisher: ORIGIN 


I 















CyberMa^e: Darkli^kf Awakc^id^ 

y 


Good old Origin, they never seem to let 
up with their steady stream of eminently 
playable games. Next on the release 
schedule (along with Crusader: No 
Remorse) is Cybermage: Darklight 
Awakening. 

This first-person shooter oozes class, 
the SVGA (VGA optional) graphics look 
superb, with the gameplay reaching 
beyond the normal and boring fare of 
mindless destruction. OK, so mindless 
destruction isn't an entirely bad thing, 
and Cybermage definitely has it in wads, 
but the recipe also includes puzzle solv¬ 
ing and... drum roll please... plot! 

Yes, poor unfortunate you has fallen 
victim to the evil plans of some greedy 
corporate nasties. After innocently res¬ 
cuing a powerful executive (don't ask 
why, that’s just how it starts), he 
rewards you by giving you a mysterious 
alien implant - gee, thanks. Known as 
the Darklight Gem, it confers upon you 
strange new abilities. 

As you gradually discover the powers 
the Gem is capable of, jealous foes begin 
to take an interest. Thus the scene is set 
for some plot-driven blasting through 
the world of the 21st century. 

The world of Cybermage features sub¬ 
terranean laboratories, as well as tower¬ 
ing skyscrapers and more to explore 
Easing the footwork load is the games 
support for vehicles of all kinds. The 
variety of transport options in 
Cybermage allow first-person driving 
and flying in a range of ultimately cool 
techno-craft. 

Cybermage also boasts an impressive 
range of conventional weaponry and 
what they describe as "superpower capa¬ 
bilities”. Now we don't exactly know 
what they mean by that last bit, but it 
all sounds rather appealing. 

Slated at this stage for an October 
release, Cybermage looks to take the 
first-person genre to new extremes. 
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PC CD ROM 


Available 

Category 

Players 

Publisher 


OCTOBER 
FIRST PERSON 
ONE 
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3D Lcmmm^s 


Lemmings meets Doom! Well not 
quite, but stand by to be very impressed 
with the latest release of the old 
Lemmings. It has captured the initial 
charm of the original puzzler and updat¬ 
ed it with a fantastic 3D engine. 

The big, new Lemmings are so cute 
that you feel sad for every one that has 
to be sacrificed. After each level it dis¬ 
plays all the saved Lemmings jumping 
for joy and all the ones that didn't make 
shaking their heads dejectedly. The 
chipmunk like voices don’t make it any 
easier, either. Shouts of “Oh No” and 
"Armageddon" seem to make their 
demise even worse. This is not a game 
for the soft hearted. The charm that has 
been wrapped up into each little blue 
and green character make the game 
incredibly infectious. 

The game is set over a hundred levels 
with stages ranging from Arctic training 
courses to computer boards and the 
Lemmings will have to trek their way 
through each of these stages which are 
comprised of ten levels each. 

You can experience some difficulty with 
the controls when starting and this can 
lead to frustration at times. But once you 
have handle on it you should find the 
game delightful. The game can be con¬ 
trolled by either mouse, keyboard or both 
as well as by the new Cyberman pointing 
device. However, I found it was only 
workable was a combination of keyboard 
and mouse. To change viewing perspec¬ 
tives the keys can be used in similar fash¬ 
ion to Doom controls making the game 
somewhat easier to get on top of. 

There are four cameras located around 
each level which can be independently 
moved. There is also a virtual view 
where you can become one of the 
Lemmings and follow along as a partici¬ 
pant rather than just an overview. A 
map is available to help in working out 
directions but serves little purpose once 
you understand how the game works. 
Another new feature is the auto replay 
function. You can replay your last effort, 
whether you were successful or not, and 
either pick up where you left off or modi¬ 
fy it at some point to correct a fatal 
manoeuvre. 

Even though I played a Beta version it 
seemed ready to go. Other features will 
include auto detection for SVGA, full 
range of sound card support, more of 
those annoying tunes and more sound 
effects. But these are of limited results 
and will not add greatly to the end prod¬ 
uct. It is fine as it is and I just can’t wait 
for the rest of the levels. 

Lemmings 3D is great. Possibly the 
best Lemmings of all. Rarely is a sequel 
better than the original, especially a 
third or fourth sequel, but in this case 
the innovation and sense of fun should 
make Lemmings 3D a classic. 

Full review next issue. 

Mark Lingane 
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Contact Shockwave BBS for Screenshots and Demos on (02) 669 6041 
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Secrei of 


Ma^ia 2 


Lucky SNES owners are looking like 
having an absolute corker of a time on 
their supposedly out-dated machine... 
when you consider Doom, Comanche 
and Killer Instinct are all available soon, 
you've gotta be pretty damn happy. And 
to add another jewel in the SNES crown, 
an amazing sequel to the brilliant Secret 
Of Mana RPG is being polished off 
somewhere in Japan. 

If you thought the original was a 
graphical treat, a musical wonder and an 
example of gameplay heaven, then be 
prepared to have your smelly socks 
blown right out the back door as Secret 
Of Mana 2 is sizing up to be the best 
Action/RPG that you'll ever play on 
your SNES. Just take a gawk at these 
grabs!! The colour and detail lovingly 
programmed into this beast is set to 
make the original look like a dodgy 
Gameboy cart. 

Squaresoft are making the sequel more 
3-D in feel and have tried to make the 
graphics "more beautiful than a Walt 
Disney movie." Kewl! And if you 
thought the three-player battle system 
in the original was a good idea, then 
you'll be peaking when you get your 
hands on a possible six characters! In 
fact, the designers claim that there are 
several different endings depending on 
which characters you choose to team 
with! The characters are Duran - a 
sword swinging dude, Angela the magic 
princess, Charlotte the morning-star 
swinging little cleric, Hawkeye the thief 
who wields twin daggers, Lisa the 
Amazon princess who brandishes a spear 
and finally, Kevin the sweet boy who 
turns into a ferocious animal at night 
(sounds like Stuart). And yes, this game 
will have "real time" with time passing 
from day to night as you play, as well 
characters and locations having com¬ 
pletely different responses and possibili¬ 
ties depending on when you visit them. 

Flammie the flying dragon will also be 
back, and the flying sequences are looking 
absolutely gorgeous! The landscape is 
heavenly, with people s homes lighting up 
at night, and a new cool map system. 
Mana 2 will also include 100 new mon¬ 
sters (phew!), ridiculously beastly bosses 
(shiver me timbers!) and a playing-area 
the size of.. um, something extremely big! 

Basically, Secret Of Mana was so damn 
good, that from what HYPER has seen, 
Mana 2 is going to whip yo ass into one 
huge gaming FRENZY! 
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Doom 


Now here's a game that should need no 
introduction. The ultra-violent first per¬ 
son perspective action adventure that 
has enslaved millions of PC owners with 
its addictive charms is just about to port 
itself over to the 16bit Super Nintendo. 
And they said it couldn't be done... 

Its actually only taken about nine 
months for the clever programmers at 
Sculptured Software to make the con¬ 
version, which utilises the sexy new 
Super FX2 chip. And apart from a few 
unavoidable concessions due to hard¬ 
ware limitations, this promises to be the 
Doom we all know and love. 

The texture mapping on the ceilings and 
floors are gone, but the walls, outdoors 
and monsters all look good and iD refused 
to allow any censorship, so the blood, guts 
and Satanic symbols will all be there to 
greet you. The speed of the game will be 
its big test though and we can only wait 
and see how it performs in this crucial 
area. Sculptured are claiming that the fin¬ 
ished version will run at around 15 frames 
per second, which should just about be 
enough. They're also claiming that it will 
be a better version than the 32X, as it will 
recreate the PC original more closely, 
including the level layouts, bosses and 
weapons (yes, the BFG9000 will be there). 

We don’t need to tell you any more - 
SNES owners start saving now! Doom is 
out in the US on Doomsday (sigh), the 
9th of September and should be down 
here not long after that. 



SNES 


Available: OCTOBER 
Category: DOOM 
Players: ONE 
Publisher: SCULPTURED 
SOFTWARE 



CoMadcke 


Comanche is another hot PC title that 
is finding its way onto the SNES. Once 
again, the Super SFX2 is responsible for 
bringing the polygon crunching power to 
the 16bit system, but unlike the Doom 
conversion, Comanche looks markedly 
inferior to the PC original with pixels the 
size of bricks showing up in the initial 
screenshots. And the playing window’s a 
bit on the piddly side too... 

But we shouldn’t be too quick to write 
it off, as Comanche Maximum Overkill is 
one of our favourite action based flight 
sims of all time. If the SNES version 
keeps the gameplay of the original intact 
then we won't have too much to com¬ 
plain about. Apparently about 30 new 
missions have been created for the 
Nintendo version and there's even a 
split-screen option (which wasn't on the 
PC) in case you want to fight a friend. 

So, while the graphics mightn’t be 
looking too special right now hope is 
high that when Comanche is completed 
it will give SNES owners the most 
intense and fun helicopter combat expe¬ 
rience yet. Stay tuned for more details... 
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Slreeifi^Mer 2 
is ode of itie 
bi<*<*es1 arcade 
^a*tes of all 
1i«ie, avid fHe 
updates Have 
beed codid^ 
iHick add fast 
for tHe pas 1 
couple of 
years. Bui dow 
we’ve s»oi iwo 
view vers iovis 
for fi^Htui? 
favis io <*o viuis 
over. ARCADE 
libbers up wiiH 
a few well- 
placed Dra^ovi 
PuvicHes.... 

Well readers, after many 
torturous months of 
frantic button pressing 
on Super Street Fighter 2 
Turbo, mastering each 
character’s moves to 
perfection, and then 
sitting through the crap 
movie, most of you are 
probably getting just 
plain sick to death of the 
whole Streetfighter 
thing. But now you can 
finally get your sticky 
hands off the old 
machines and on to the 
new Street Fighter 
game! Yes, you heard 
right, being tested in 
selected Arcades 
throughout the world is 
the newest Street 
Fighter. Get ready for... 



"What happened to Street Fighter 3?” I hear you cry! 
Who really knows. I don’t know why they didn’t just slap a 
‘3’ at the end of the new game just to keep everybody happy. 
My guess is that soon enough Street Fighter Alpha will 
evolve into Street Fighter Beta, and from there we’ll get 
Street Fighter Beta - T.E, Super Street Fighter Beta and 
Super Street Fighter Beta - Extra Special Championship 
Edition, and it will be another painful few years before we get 
a SF IV! The good old boys at Capcom have assured us that 
this game (which may be called Street Fighter Legends on 
final release) is as close as Street Fighter 3 as we’ll get, and 
as long as it’s a new Street Fighter, and not another clone, 
I’ll give it a go. 

Street Fighter Alpha has 10 characters to choose from, with 
six brand new fighters in all. Two are - wait from it - from the 
original Street Fighter. Yes, the one with the pads on the 
control panel that you had to hit as hard as you could to 
determine how hard your punch was to land on the opponent 
(yee-haa-that-was-heaps-of-fun-ha-ha), and the other four 
seem to be specially selected from Capcom's character 
library, two are identifiable from the old classic. Final Fight! 

Firstly, meet Birdie, originally from SF. This fella is 
definitely not one to mess around with, and although he has 
a limited number of moves, he is as strong and tough as they 
come - move over Zangief! Next welcome Adon, in the 
original SF, he was the next character down from Sagat (who 
was the original Boss in SF) and is a Thai character with 
some rather nasty kicking moves. Then comes Charlie, and 
judging from Chuck's moves, it looks like he and Guile were 
pretty much in cahoots. The next two characters are from 
Final Fight - there’s Guy (one of the heroes) and Sodon (one 
of those nasty boss fellows). And finally, what new fighting 
game is complete with a new babe on the block - meet Rose. 
Pretty? Yes. Deadly? Well, let me tell you one thing, Rose 
can repel your fireballs.... Speaking of fireballs, one new 
feature I noticed that had been added, is that every 
character can evade the opponent's missiles. This tasty trick 
comes in very handy indeed! 

The graphics have a strange look to them this time around, 
not at all what we are used to with the previous Streetfighter 
incarnations. Like them or not they are a mixture of Super 
Street Fighter 2 and Darkstalkers. I’m not quite sure about 
them as they are just a bit too cartoony, but with time I 
think they’ll grow on you. Still, it’s early days, and Capcom 
will gauge the responses of SF Alpha test locations and 
assess what’s cool and what ain’t with people like you and 
me. So if you’re lucky enough to have a version in your local 
arcade, make sure you let the manager know what you liked 
and disliked about it. Where I played SF Alpha, it pulled a 
decent crowd, some were disappointed, some were in lurrrve. 
I'm not going to judge too harshly yet, as with some 
tweaking, the game will no doubt steal coins out of your 
pocket at an alarming rate. 

The best part of Alpha is the new characters, and 
bringing back Birdie and Adon from the original was a 
great nostalgic touch. Yessir, by the time the final version 
of SF Alpha appears in the arcades there will be some 
heavy crowds indeed. Street Fighter is not dead yet, not 
by a long shot. RyukenM! 









* 



OK, OK, I know that “Street Fighter - The Movie” came 
out before the new super Alpha version of SF. but I thought 
in the end it does deserve some sort of mention. SF - The 
Movie, is based on exactly that, the movie. That’s probably 
why it hasn’t struck everyone’s heart strings, or should I say 
purse strings. But forget the disappointing movie, what we 
have here is a well polished fighting game, with some nifty 
digitised graphics. Mortal Konibat it certainly is not. but it’s 
a decent game nonetheless. 

The graphics are all digitised characters from the movie. 
The novelty of being able to see all your characters as kind of 
“live” is pretty cool. But underneath the gameplay. which of 
course is Street Fighter through and through, you know that 
they are just badly made up actors, from a B Grade action 
movie. In the end when all is said and done, now that SF 
Alpha has come out, this version will be left behind in the 
past version of SF graveyard, not because it’s a bad game, 
but just about everyone is going to be aching to play their 
character's cartoon styled benefactors once more, even if 
they are newly styled, it’s the style that we have come to 
love, rather than badly made-up actors! All the characters 
from the Super SFII are in the game, as well as two new 
characters - Blade and Sawada. 

The gameplay is polished and all the characters moves are 
intact. I found that SF TM takes bits of other great fighting 
games and incorporates their strong features. All the 
features though, including the combos, are virtually the same 
as Super Street Fighter II. One great thing about SF - The 
Movie is all the hidden special modes (which are listed at the 
end). This adds plenty of playability and lastability to the 
game, which means that you’ll get more bang for your bucks. 
The different special modes include being able to disable 
standard moves and Random fighter select. 

Gripe time! Thankfully, the digitised characters are at least 
animated smoothly and nicely digitised. At the moment there 
are some games that have great potential, but simply lack 
the smoothness and style of graphics that we have come to 
expect from fighting games, especially the Mortal Kombat 
series. One game that comes to mind is the new ‘Jackie 
Chan’ fighting game. The graphics are just a bit too blocky 
and the animation looks rushed and undetailed. Arcade 
machine's income relies heavily on people watching other 
people play and once the machine is available, the person 
watching is going to want to plonk their hard earned money 
on it. It doesn’t matter so much that you may not know any 
moves at all, but gee it just looks so darn cool. If the game 
don’t cut it straight away in the graphics department for me 
(to the standard that I have come to expect on games in the 
same genre), then I won’t spend on it. This may seem a little 
narrow minded but the price games are these days, you 
expect quality in all aspects of the game. 

Overall, SF - The Movie is a polished fighting game well 
worth a couple of goes. With two new characters to master 
and heaps of features such as the secret modes, it certainly 
has great playability to keep you going until SF Alpha 
reaches your arcade. 









EXPLODING HEART, COOL! 


EVERVONE’S RAGING!! 


We reviewed Primal Rage on Mega Drive simply because it was 
the first complete version we received, but don’t worry Ragers - 
it’ll be coming to a format near you real soon! In late August it will 
be launched on Mega Drive, SNES. IBM PC CD ROM, Game Gear 
and Game Boy and if that isn’t enough in mid-November you can 
play it on the Saturn, Playstation, 3DO, Jaguar, Sega 32X and 
Mac CD ROM. No one can escape the rage! 


MK MEETS JURASSIC PARK 
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Tke dinosaurs arc back! After a Meteor strikes Eartk in ^ 

tke near future, seven inprisoned <*ods are freed froM g 

suspended aniMated avid set out to conquer tke 
world**, wkick ^ives us anotker one-on-one fi^ktin^ ^omc* 

TIM SMITH lets out a priMal screaM*** 



Cast yourself back a few million years, way, way before anything such as Street Fighter existed (there 
was life before Street Fighter?), to an era where huge, dumb reptiles roamed the world, fighting one 
another for world domination. What do you get? No. not Gladiators, but the ultimate battle of the 
titans. This is dinosaur versus dinosaur, battling to rule the world. The world of Primal Rage. 

Loyal Worskippers 

Prim^ Rage first hit the arcades less than a year ago. Atari took 2 years to complete this beautifully 
stop-motioned animated one-on-one fighting game, and whilst it wasn’t the greatest hit ever, it had its 
loyal following of worshippers that still play on today. The job of translating Primal Rage on the Mega 
Drive was done by the boys of Acclaim (who also brought us Mortal Kombat for the Mega Drive) and 
they’ve done a very nice job indeed with some superb animation and gameplay. 

The game of Primal Rage features 7 dinosaurs (Armadon, Blizzard (a Yeti). Chaos, Diablo, Sauron, 
Talon and Vertigo), one of whom you must pick, and fight each foe in succession, claiming his territory 
on victory. Defeating all foes results in total world domination, and thus game completion. Sounds sim¬ 
ple? Well, kind of. Each dinosaur has his own special abilities and moves, as well as having varying 
strengths and weaknesses. One different way that the special moves are completed in Primal Rage, is 
that when executing the special moves, the buttons are depressed first, and then the joystick moves 
are followed up. This is a little awkward at first, but it is soon mastered. 

Some of the special moves are also quite difficult to complete; this is no fault of the game but of the 
awkward button layout of the 6-button joypad. In the arcade, Primal Rage uses four buttons, the same 
on the Mega Drive, but on the 6-button control pad, the last two buttons, C & Z are made redundant. 
This causes a lot of finger juggling particularly when you are in a heated battle with a friend. 
Thankfully though if you find the going a little too tough, you can configure the buttons to your liking. 
The special moves are different for all the characters, and what self-respecting fighting game now days 
would be complete without the finishing moves. These are all gory to the max! 

Feeding Tine 

When playing Primal Rage you would notice humans in the background worshipping your character. 
What good are they? Well, if you are a little low on energy, just grab one of your worshippers and eat 
him. The best time to do this though is while your opponent is dazed, as even though eating is helpful, 
it can cost you precious seconds and you're vulnerable while feeding. 

Graphically, the old Mega Drive has a limit, but Primal Rage is up there with some of the nicest ani¬ 
mation you can get. The main sprites are large, well coloured and smooth to control. The background 
graphics, whilst a little dull, serve their purpose in making the characters stand out as much as possi¬ 
ble. The sound is not too bad, with great squealing sound effects used for the victorious party in the 
battles. The options are varied, including a ’Gore’ on or off mode, and a feature, that when you are 
playing two players, allows you to adjust the strength of one another to make it a fairer match (for 
example if you’re an expert playing a novice opponent). 

Is Primal Rage worth your time though, as it really doesn’t do anything we haven’t seen before? 
Sure, the graphics are great, and there’s loads of secret moves and characters to master, as well as 
neat options, but when it comes down to it, this one may only be for fans of the arcade version or if you 
are simply looking for a different theme in your fighting game library. 
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I was tempted to write this review completely in Klingon for the more hardened Trekkers out there, 
because no matter what unfolds in this critique, they’ll all go bananas over this cart. But I’ve restrained 



displaying my Starfleet expertise in favour of giving you the cold hard facts. As far as television goes, 
Deep Space Nine was always a bit of a disappointment after the almost Shakespearian-in-comparison 
Next Generation, and I’m afraid to reveal that the cart is a similar disappointment. If you thought the 
pace of the TV-show was slow, then DS9: Crossroads Of Time will literally send you into a coma. 

Sisko vs Cardass ians 

Taking the role of Benjamin Sisko, it seems the evil Cardassians are up to no good and it’s up to you 
to get to the bottom of the mystery. The gameplay is the faithful combination of adventure/object 
manipulation with platforming/action, but in this case it’s an uneasy balance. You can tell the pro¬ 
grammers were inspired by such gems as Flashback, but leave out the rotoscoped animation and the 
flow of the game is taken up with unresponsive controls and A LOT of wandering about. Simply talking 
to another character takes the precision of a neurosurgeon, lining Sisko up in the perfect spot for the 
talk button to respond. Admittedly, I was playing a test version of the game, but the gist was there. 

The first thing you encounter is Odo reporting an injured crew member and the plot thickens as you 
discover the true nature of the problem at hand by conversing with each member of the cast. Look for¬ 
ward though to some encounters with the Borg and some fairly straight-forward shuttle craft flying 
stages through the worm hole and some tame space combat (all side scrolling simple point and shoot 
affairs that wouldn’t look out-of-place on a NES). 

As you explore you’ll discover the ability to log on to computer terminals, search lockers and use 
phasers which spices things up a bit. Though the gameplay packed away on this cart isn’t terribly bad. . 
. it’s just not terribly good, leaving you salivating for some smooth action ala Earthworm Jim or 
Flashback (the game that this one steals from the most). The controls are just too unresponsive and 
cluttered to give satisfaction whilst attempting to perform simple tactical manoeuvres such as jumping 
and shooting at the same time! He can do it, but Sisko usually ends up doing one or the other instead. 
You also don’t have the ability to point your phaser up or down, making flying bats and creepy crawlies 
extremely frustrating to face. 

Skape-Skift in^ 

The only major bonus, is that the controls are so similar to Flashback that you’ll at least know how to 
operate Sisko from the word go. Later in the game you get to perform as Odo with the skill to shape- 
change into a rat. . . which is kinda hilarious. But on the whole, the platforming is very basic indeed. If 
you could handle the frustration, it would be worth playing the game on Hard the moment you plug it 
into the SNES as any of the other settings are way too dull. Just be prepared for a lot of jumping, a lot 
of talking and a lot of annoying bats. 

Of course all you obsessed Trekkers will have to rent this one to double check my opinion, but if 
you're not a Trek fan, then this is going to come across as a bad Flashback clone that has none of the 
good bits. This is one for those rainy Sunday afternoons when the local video shop is all out of the cart 
you really wanted to rent. 
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When Joel Schumacher was approached to direct Batman Forever, the Warners suits didn’t roll up 
and say “Hey Joel, wanna make a movie?”. They said "We would like to put you in charge of our cor¬ 
poration's most important asset." This further underlines the conspiracy theories that we espouse here 
at Hyper: that movie licences are more about selling bonus cups and glow in the dark popcorn that any 
great gaming experience. If one arrives it is. more often than not. a happy accident. 

You can imagine then, that the arrival of this game at approximately the same time as Batman 
Forever hype went into overdrive (is our Nicole really trapped in a loveless marriage?) excited me 
about as much as the thought of a Bat enema. When I’m trying to wrest the world cricketing crown 
from Mr. Lara on the Megadrive there’s little room for crappy left to right platformers. Bah humbug. 

Dark Skadowy Figures 

But hang on, I thought to myself as I slotted the cart in: no Val Kilmer (he’ll always be Top Secret’s 
Nick Rivers to me), no Mrs Cruise and no Lloyd Christmas to be seen. Apart from its opportunistic tim¬ 
ing, this bears no resemblance to the Batman "you’ve seen the ads. you’ve bought the lunch box, why 
see the movie” Forever extravaganza. It does, however, have everything to do with the most excellent 
animated series recently shown on Saturday mornings here, all dark shadowy figures and no showy 
prancing, much more Brandon Lee than Tommy Lee. This, I’m here to tell you, is a good thing. 

Even though I love the look of this game, it’s probably inaccurate to say it looks good. If I do that’ll 
just have you thinking of all those spectacularly animated wonders that you own and love, and that this 
humble 16 biter will never live up to What I should say, is that this game looks right. While I love the 
Adam West/Burt Ward series, to me Batman should always be some kind of slightly cracked figure, a 
millionaire vigilante. Certainly, the sight of Rupert Murdoch donning the tights for some late night 
crime-busting would be an eyebrow raiser. That look was captured by the series and is here. In the 
same way that Acclaim's Hulk and X-Men titles wisely concentrated on the game’s major characters, 
so does this, albeit with smaller sprites. 

B09 Standard Platforner 

You can play as Batman or Robin in what is, it must be admitted, a fairly bog standard platformer. 
Again, like the Acclaim titles, it exists in a platform framework but sets itself up as something between 
a beat ’em up and a shooter. You run left to right and, it will not surprise you, use kicks, punches, 
leaps. Batarangs and other projectiles to see of seemingly endless hordes of attackers. The Viet Cong 
had nothing on these guys when it comes to the human wave theory of combat. And why are they 
attacking you? Well it seems that the Joker. Two Face and a few other unsavouries have escaped form 
the Gotham Asylum and are continuing their sworn duty to terrorise the good citizens of Gotham. 
Batman, racked as usual by grand delusions of public service and accompanied by his "youthful ward”, 
wishes to rid the city of these scum. The rest, as they say, is up to you. 

Revolutionary this certainly ain’t, but a good look and spades of action make it far more enjoyable 
than I would ever have expected. I know that buying it is just what they want you to do, but it you’re a 
Batfreak you'll probably want to anyway. 
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I think it was evident the moment The Mask hit the screen, that it was destined to become trans¬ 
formed into a video game. The twenty minutes or so of special effects in the film wowed audiences and 
obviously got some programmers somewhere hot on the trail of the rights for a game conversion, dol- 
lar-signs in their eyes. Thankfully, The Mask the game doesn’t come across as a total money-grab¬ 
bing pile of stink. Some thought has gone into the game and of course - the graphics! However, it's 
not the piece of entertainment it could be. . . 

SMoki* Grapkics 

The first thing I’m sure you all want to know, is how good the game looks.. . well, it’s quite nice 
indeed! Big detailed sprites, great animation and all your favourite “Mask Moves” are there. As is 
becoming the norm for all platformers these days, if you leave your character alone for a moment, it 
comes alive with hidden animations. In this case, the programmers have included some classic Jim 
Carrey-isms. Cute. Graphically, everything is in order (as you can see for yourself) - lots of colour, 
humour and cartoon-like effects. . . but the next big question after visuals, of course, is the dreaded 
one about gameplay. Does it fulfill your platforming desires? Deliver anything new? Is it... FUN? The 
answers are "no”, "no” and a very whisper-like, feeble "yes”. Basically, there isn’t going to be any¬ 
thing here that you haven’t done before (a million bloody times), but thanks to a large variety of moves 
and a slosh of humour, you’ll probably be quite happy to sit in front of your television like a potato and 
plonk your way through. 

Have a fiddle with the gamepad (you should all be experienced fiddlers by now), and you’ll discover 
the ability to punch (boxing glove style), hammer (big cartoon-hammer style), jump, run, creep and 
twirl-tornado-like across the screen. You can also make your way around by smashing holes in win¬ 
dows, floors and even slip like mist through air-vents to gain access to areas that at first seem unat¬ 
tainable. As in all platformers, there are lots of things floating around for you to pick up - wads of cash 
and various Mask symbols. You’ll also encounter all sorts of odd characters that you can either punch, 
hammer or just avoid. Gee, it just sounds so damn original doesn't it? 

SoMcbody Slop Him! 

Well, you can probably safely guess the rest of the review... you know - “timing is essential", "no real 
strategy is involved, just remember when and where things pop out and you’ll be right", "search for 
secret areas" and that old chestnut "look upon this cart as an opportunity to improve hand to eye co¬ 
ordination skills". Or something like that. 

But frankly, I don’t like the level design at all. Everything seems either too easy or just way too 
“thrown together’. A few moving platforms here, a few evil alarm clocks there. . . and you’ll soon notice 
that the levels are actually very linear in their design. Half the time, your character has to follow a set 
path to get anything done. When the playing area is the cross-section of a building, it would be nice to 
be able to access the different floors by different and unique ways, instead of just making it to the exit 
at the end of each corridor. No doubt, this game was probably programmed at a furious pace in time to 
get it out before The Mask was forgotten. And as is the way with all movie-to-game conversions, the 
rush to get the game finished usually results in a less than inspired platformer. And that’s exactly the 
result we have in the form of The Mask for your SNES. 

But as I mentioned earlier, it’s not a total loser of a game - it’s just a bit Ho-Hum. Younger gamers 
will be rewarded with an excellent time, whilst experienced players should just hold onto their cash and 
wait to see how Killer Instinct turns out. 
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Tony La Russa, you're outta there! Back to the dugout. into the shower, pack your bag and off to 
the fertile fields of digital retirement. Your fifteen minutes are up! 

For at least a couple of years now, Tony La Russa, flamboyant San Francisco manager, has been the 
helmsman on EA’s flagship baseball game. And the game’s realism, depth and statistical immersion 
made it, like many other games in EA's pack, top of the class. For season ‘96 though, EA have forsaken 
old Tony and turned to Extended Play Productions, the gurus behind FIFA Soccer, for their new base¬ 
ball game. But hey. what a move. EPP, as they did with FIFA, have produced a game so cool that the 
former best games in the genre have been consigned to the minor leagues quicker than you can say 
“Michael Jordan”. This game has, literally, got everything but a players' strike option. 

100 MPW Healer 


So where do I start? Well, what about with the batting. EA's new “Zoom View” is awesome and 
makes you feel like you are in the cage, with a 100 mph heater coming straight at you. The graphics 
and movements of the batter are superb and finally you are in a game where, with requirements of tim¬ 
ing, shot selection and stance, you feel like you are in control of your own batting destiny. It's equally 
exciting on the mound, with twelve pitching variations for each pitcher, all calibrated and geared to the 
particular player’s strengths. Even after you let it fly you’ll be able to work on the pitch's height and 
swing. Fielding too is exciting, and unlike La Russa you can't opt out and let the CPU do it for you. 
You'll have to pick the man. get to the ball, choose where to throw it to and be able to let go a conser¬ 
vative or aggressive throw. Diving catches and extra speed are all available as well. 

Yes, there’s plenty to do, and there’s a tactical depth that’s not apparent in any other baseball 
games. But even with all this, the controls and layout are intuitive. You’ll be up and running in no time, 
but whether you'll be a master is another matter entirely. 

But that’s just the gameplay. Fans of sports sims almost universally get excited about stats and, lets face 
it, no sport spews forth more stats than baseball. Triple Play totally nails this aspect of the game, making 
the cart absolutely chock full of stats but including them so that they enhance the game rather than over¬ 
whelm it. This makes the game a particular treat if you want to dip you toe in the season play option. 

For example, the game will track the competition tables (of course) in both leagues but will also 
track league leaders in a dizzying array of categories, allowing you to see how the individuals in your 
team stack up. Halfway through the season, the game will select All-Star teams based on these perfor¬ 
mances and stage an All-Star game. 

Hot/Cold Streaks 


The game has an MLBPA licence, so every 1995 player is included, along with their season stats. As 
each player walks to the plate you can choose between displaying their 1995 stats or the performances 
generated by your season play. This is a great innovation and allows you to more readily identify the 
under-achievers and to mercilessly wield the axe. If this isn’t enough, there are also injuries, hot/cold 
streaks, player creation, trades and 28 customised, realistic stadiums. 

I could go on, and I will. The game supports 4 Way Play and, brilliantly, allows you to assign in 
advance the fielders you will control, if you want to play cooperatively. It was the little touches like this 
that made FIFA so great and EPP have another winner on their hands with Triple Play. As of now, this 
is the only baseball game worth owning. 
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THE BUNT. NOT A CROWD PLEASER BUT STILL A CLASSIC PRACTISE YOUR LIMBO MOVES... HEY'!!???*!?? 


Available: NOUJ • Category: SPORT • Players: 1-4 
PLAV PRODUCTIONS • Price: NO RRP • Rati**: G 
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Ahhhh, I can smell the sweet smell of originality drifting steadily from somewhere in the direction of my SNES... but 
what is that other odour? *Tis the smell of something burning, raging, tearing mercilessly through an innocent build¬ 
ing! FIRE! Arrrgghh! Run for your lives! No... wait, it’s my job to put this damn thing out. Yep, that’s right, it’s fire¬ 
fighting duties ahoy! In that case, I’ll just act like Kurt Russell and axe my way to the source of the horrifying blaze. 

Well, The Ignition Factor isn’t quite that exciting, but it’s a damn sight more interesting than the other SNES carts 
I’ve reviewed this issue, so pardon my excitable self. I’ll just hose myself down and reveal the cold, wet truth. 

Tools a*d Ed^ides 

The Ignition Factor is an odd attempt at a fire-fighting sim, but done in a very action/adventurish way that becomes 
mildly addictive. You begin the game by fitting your fireman out with the gear you deem most important for the mis¬ 
sion. You’ll have to choose between a normal CO-2 extinguisher (water) and other extinguishers for electrical and 
chemical fires. You can also pack a variety of other tasty tools. All these are essential to your fireman at various stages 
in the game. The Axe simply hacks down doors, the rope is used for you to swing across to areas that are uncrossable, 
the oxygen can be used for reviving persons you rescue as well as for your own use in a chemical blaze, you use the 
pole to check the floor in front of you for possible collapses. CO-2 bombs are handy for extinguishing large areas of fire 
whilst the plastic explosives are used to blast your way through walls and to ignite any dangerous gas leaks. Sounds 
interesting AND informative, doesn’t it?! 

You’ll also learn to be resourceful in using these tools in other more unexpected ways. Once your fireman is all 
decked out in shiny equipment, you’ll have to co-ordinate the fire engines by placing them around the building, wher¬ 
ever you think they will be the most helpful to you once inside. If you come across a mother of a blaze somewhere on 
the level, you can call on the fire engine to clear the area. You can also examine a computer generated map of the 
blaze, to examine all the floors of the building. Then it’s time to head on in. 

Raci «9 ike Clock 

Once inside, you’ll immediately be disappointed by how slowly your fireman moves! This is supposed to be a life or 
death situation and he’s strolling through as if he’s on his way to the corner shop for a toothpick. This is probably the 
biggest drawback to the game. Sure, you'll need him to be cautious when he's edging towards a blaze, but when there 
are people to rescue and the Chief has told you that the building will explode in eight minutes, a little haste would be 
nice. If you tap twice on the control pad, the fireman does run... but this is way too clumsy for the playing area you are 
presented with. 

Other than the sluggish controls, exploring the fire can prove to be a much more involving exercise than you would 
think. You’ll be searching for switches, victims hiding under tables, people still asleep in their beds, avoiding exploding 
barrels and generally racing against the clock to complete all your mission objectives. The sluggish movement almost 
ruins what could have been a great game. 

There are eight stages, from a steel mill to a Paris mine, all which will have to be tackled in a variety of ways. There 
is a password feature you have access to every couple of levels, so the going is not too rough and the game not too 
repetitive. All up, this was a nice idea - with a little tweaking on the controls, this could have been a little corker, com¬ 
ing right out of the blue as it did. but the way things are, you'll have to try before you buy. 


VISUALS: ^ * Lovi*^ly detailed, satisfyi*q disasters ador* tke scree*. 

SOUND: - Not «tuck <*ot*<* o* kere at all, just your usual toweri*^ i*fcr*o stuff. 

GAMEPLAV: I*tcrcsti*^ a*d ckalle**i*<* stuff. It Makes a *icc cka*^e to 

put fires out instead of starti*^ tkc*i LONGTERM: % - vo» »«*♦.< <*ivc up 

strai^kt away, or you’ll be i* for tke lo*^ ru*. Password feature included. 
OVERALL: ©©<& - Cool little <*OMe. Or is tkat kot? Er... eitker way, it’s quite ^ood. 
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According f° legend, a/i clepka^l never lor^els. 
According to MarswpilaMi, a<i clepka«ii iicver rc^cMbcrs t 

U/ko's ri^kt? MJko cares? 
STRETCH ARMSTRONG is kavin^ some puzzling fun... 



In a video gaming world where the emphasis is squarely on more and varied ways of killing, bigger 
explosions, more realistic first person carnage and ever more involving sims, Marsupilami is almost an 
anachronism. But it’s an anachronism that shows just what a breath of fresh air a cute, involving, well 
put together pacifist game can be, provided it’s done properly. Don’t get me wrong, I’m all for digitised 
carnage on a grand scale, and from football fields to parallel universes, I’m always up for a bit of biffo, 
but it's just that Marsupilami has left me... well, charmed. 

Dumb Elepkant 

The game is apparently based on a cartoon series of the same name, but I’ve never seen it and being 
a fan certainly isn’t essential for your enjoyment. Our two main characters are a fairly dim elephant 
and his buddy (who looks a fair bit like Tigger from Winnie the Pooh - are we trawling ancient history 
or what?), who has an unfeasibly long tail. I would almost go so far as to say that he is a tiger, but 
then, I ask myself, why would it be called Marsupilami? Tigers, I am certain, are not marsupials. 

But let’s not get too bogged down in zoological correctness. The idea of the game is for the tiger to 
lead the elephant to safety, through a series of levels and obstacles, with only his wits and magical tail 
to help him. The elephant is, as fits the context of the game, incredibly stupid and will basically go 
wherever he is told to, leaving the wily tiger to guide him through an ever more complex series of prob¬ 
lems and predicaments. 

If you’re thinking this bears some resemblance to the Peter Puppy section in Earthworm Jim then 
you’re right and, in terms of the elephant’s abject stupidity and the problem solving nature of the 
game, there’s more than a little of Lemmings in here as well. You’ll begin by rescuing the elephant 
from the slavery that is the circus before heading to the Alps (God knows why) and on to further and 
more difficult levels. Through all this, the tiger's tail will be used as steps, a lift, a skipping rope, a 
utensil for scaring people, a fist and a host of other uses as you make your way past boxes, building 
blocks, trapeze artists, lion tamers, Elvis impersonators (though again, why the King is here remains a 
mystery) and a host of other unrelated tests. 

Ertjoyably Eccentric 

The graphics are detailed, very colourful and exceptionally cute as they bring together and highlight a 
bright world filled with enjoyable and eccentric characters. It's a little strange that the players who will 
find this look most attractive are maybe a little too young to crack the puzzles but that’s really a small 
quibble. Older gamers certainly won’t be put off by the graphics and will have just as much fun trying 
to ut out a way to bring home the bacon (or whatever sizzling elephant rump is officially called) before 
old Dumbo accidentally tops himself. They’ll also get a kick out of the sense of humour and fun that 
pervades this game as they try to unravel the (sometimes muddy) logic that holds this all together. 

This game is, to say the least, a pleasant surprise and is further proof that a simple, well executed 
idea will beat the pants off a window dressed pile of crap any day of the week. Check this one out. 

VISUALS - Very bri^kt, very cute and lots of en^a^in^ ckaracters. 

Tkc completely irrelevant Elvis impersonator <*ives it two bonus points. 
SOUND - Lots of clicked elepkant type music, but some reasonably 

cool sounds as well. GAMEPLAV - Easy, responsive and tkere’s 

lots to do. LONGTERM m * - Some very tricky puzzles to solve and 
plenty to keep you ^oin^. OVERALL ^ " Cute, non-violent and 

funny. Not wkat you look for in a beat 'em up, but kere it works just fine. 
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Tke Mega Drive version was coMpelc^l buf 
u<iMSpirM^t UHtal ca* fkey do ike Mega CD io 
«iake ikis figkti*g ga«te a<i Eternal CkdMpio«i? 
BRIAN COSTELLOE goes for ike overkill... 



It’s been about two years since Sega of America braved the well dominated scene of the one on one 
combat titles and even though they promised to produce a great contender, it wasn't the knockout 
title that the public wanted. But rather then turn their back on the whole idea, it only spurred them on 
even more. Thanks to a new department at Sega, dubbed “Deep Water" which was created to exclu 
sively develop “Adult Entertainment" titles, we now have the new CD only update of Eternal 
Champions. Mega CD owners have had a pretty rough deal up to now but this is just one of the new 
generation of Mega CD games that are making the system look almost desirable. 

Killer Ckooks 



As per usual you get the video footage where they show of the Mega CD's "fantastic" FMV capabili¬ 
ties. Six minutes later you can actually get your teeth right into the action. But before you do you must 
decide how you want to play, from a ridiculous amount of options. All the options are pretty common 
actually but when you go into tournament mode you are slapped in the face with about 18 different 
types of tournaments! Too much! Most of these options are only novelty changes which only effect 
minor aspects of the game such as time limits, characters per player, etc. More importantly, however, 
you get to chose from 13 characters at first with a reported 9 other hidden characters such as a killer 
chook (well it might scare some I spose!) and other various nasties. Now you’d think that with soooooo 
many characters that they must have made up for that by only offering one or two moves per character. 
Well you’d be barking up the wrong chicken there, pal, as this game is simply oozing with hidden moves 
as each character has roughly ten or so special moves to chose from in order to kick booty! 

One thing that these champion fellows aren't afraid of is splashing a bit of the old ketchup around in 
some good old fashion finishing off frolics. Now this is where this game kicks well ‘ard. These guys get 
good practice at the art of splatto and they also get some help from various bystanders in the back¬ 
grounds as well. So far I’ve been eaten alive by a huge T-Rex, a jackal, a pack of lions and Jaws him¬ 
self. Plus I was blown to bits by a ticket collector at a movie cinema, a car full of gangsters wasted me 
in a drive-by, a school of killer fish made mince meat of me and other equally bizarre ways to go are 
possible. As well as these delightfully icky death are the much glorified "Cinekill". This is where the 
characters are finished off by the "Eternal Champion" himself in full 3D SG workstation video. All up 
you can either go by way of "Vendettas", "Cinekills”. "Overkills" & "Sudden Deaths". 

Forever Figkti*g 

So with all these hidden goodies plus other secrets that will no doubt be revealed in a future issue of 
HYPER you might be beginning to think this must be the best one on one fighter out there. Well with 
all these good points there are. unfortunately, a few bad ones to note as well. Firstly, and this is some¬ 
thing common in Sega of America releases, is that the sound effects are inexcusably dreadful and they 
certainly didn’t take full advantage of the Mega CD’s added sound capabilities. The music though is 
another story; sort of a mix between Sonic CD (techno-ish) and Joe Satriani which works pretty well 
with some of the rounds. 


Visually Eternal Champions is also a bit of a head scratcher. The characters move OK in the anima¬ 
tion department but.. I don’t know... maybe the character designs themselves are what's at fault, but I 
guess I’m just being picky. The background are fantastic in some parts. I especially liked the pirate ship 
stage with cannonballs pelting the ship from a neighbouring vessel as you fight it out! And this is one 
game that’ll have you sending the controller into flight with frustration as it is well ‘ard! (Sorry, too 
much Hale ‘n Pace!) 

All up I would have to say that this is a Mega CD title that is well worth considering for the following 
reasons. Firstly, what the hell else is out for the damn machine! Secondly, the amount of hidden stuff is 
just unbelievable (and when you find it the battery back up keeps it there for future goes) and unless 
you “surf the net” or buy HYPER you’ll be at it for hours before you find half of them! And most 
importantly, you should see those tasty death sequences that have various body parts such as arms, 
legs, ribs, hearts, and intestines flying in all directions. Good for a laugh, if nothing else. 

All I would like to see now is a Saturn version of this baby. That’ll get some Saturns moving. Buying 
this number wouldn’t be a mistake unless violence just isn't your thing! 
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Sick of kavin^ no <*ood skoot cm ups on tke PC? Feeling left 
out because ail your console friends kave kad ^reat skooters 
for years avid none of tkeM kave ever appeared on PC? UicU 
run down 1o your local store, <*rab a copy of TerMinal 
Velocity avid wave it ivi frovit of tkeir stuvivied faces, cause 

tkis <*omc will blow tkcM all away. 
MATTHEW DANIEL is ivi tke cockpit... 


dish it out? 


ONE MORE FATHERLESS ALIEN FAmJlY 


Terminal Velocity is basically pure fun. You take the controls of a modern fighter plane and fly around planets com¬ 
pleting set missions which mainly involve shooting everything that moves. The difference between this game and other 
shoot 'em ups is that it is fully 360 degrees just like Descent, but you're not limited to the walls of a mine, you're free 
to roam around a whole planet. 

Planet Hopping 

There are 8 planets to visit in the disk version, if you are good enough, each with their own graphics, missions, ene¬ 
mies, targets and general "feel". You must complete a mission before you go to the next and yes, they get harder as 
you go along. There are also a few non-planet levels such as space ships that need to be destroyed and in the CD ver¬ 
sion there is a hidden world and a few other extra goodies to taunt the senses. There are 7 different weapons that can 
be found in the game to boost your armaments from the basic blaster that you get in the beginning to destructive fire- 
and-forget missiles. Every mission requires you to battle the inevitable end-of-level boss with its own special weapons 
to hassle your progress to the next mission. 

One of the greatest points of the game is the amazingly detailed graphic engine that is used to create the rolling land¬ 
scapes in real time just like Magic Carpet. All the Tighter planes, tanks, helicopters and other flying objects are all Goraud 
shaded and you can see the complex light sourcing technique used when you look down and see your ships shadow on the 
surface flicker as you move around. This comes in handy when a enemy ship jumps out of nowhere from the sky as you can 
see its shadow before you see the ship. 

There are three views that are available to you, inside the ship, following the ship and looking above so if you get 
bored with the same view you can change it. Look up and take note all Pentium owners as this game is Pentium 
Enhanced which allows the whole game to be run in full SVGA graphics mode. But don’t worry all you 486 owners, as 
the game runs perfectly on slower machines. 

Controlling this 360 degree beast is a little limited if you do not have a quality joystick or you are planning to play 
with just a keyboard. Although it’s not as hard to control as Descent, there are a lot of features that might be over¬ 
looked without the right Joystick/controller config. Since most of the time you are concentrating on what is going on 
around you, you do not want to be interrupted by a incorrect key press or loss of mouse control. 

Intelligent Music 

There’s a lot to look at in this game, but the sound tops everything off. All the digitised explosions and gun fire nois¬ 
es set the scene perfectly. When a enemy ship flies past you at point blank range you really hear a ship fly past you at 
point blank range. The sound track that you listen to while blowing up your targets is a fast paced cross between tech¬ 
no and heavy guitar rock. The Al for the music is amazing as the tunes change depending on what you are doing at 
the time ie faster if all hell is breaking loose to mildly fast if you are just flying around enjoying life (this rare?y hap¬ 
pens). 

If you are one of those lucky people with a high end sound card such as an AWE. you get to experience the several 
soundtracks in full CD quality which is a greatly needed change to the usual MIDI tunes that all sound the same. 
There’s even options to change the frequency quality of the music and a choice of Mono, Stereo or Surround Sound 
modes depending on what your equipment can handle. Although you can only get CD quality music if you are running 
in Mono mode, the other selections still sound great, especially Surround mode. 

If you liked the graphics of Magic Carpet, the non-stop action of Doom and the Al of Dark Forces then don’t even 
think twice about getting Terminal Velocity. It combines the best of the action genre in one package. And just like all 
the great games this decade. TV is modem play compatible and can go up to 8 players over a network. Look, just get 
it. OK? 

VISUALS - Fast, real ti«te calculated landscapes. Goraud skaded objects. 

PentiuM Enkanced. Beautiful. SOUND - Ni-ener<*y Music score tkat sets tke 

Mood perfectly. Speeck is sorely Missed tkou^k. GAMEPLAV '|)@ Fast, kard-core 
action all tke way. Controls are easy to understand. Four levels of difficulty. 
LONGTERM - Vou'll comc back for More and More, Mi^kly addictive. 

ModcM/Network play as well - too wuck!. OVERALL Tke best new action <*ane 

since tke Doom ^enre. Fast and addictive witk all tke qualities to be tkis year’s bi* winner. 
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Publisher: 3D Realms/Apogee • Price: TBA • Rali«^lrBA 
^ ^ Requirements: 486DX/33: 8MB RAM 
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*ew breed of 3D je!-sled racM^ <^a*tes add BEN MANSILL 
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I’m running 5th with one lap remaining, there’s a time and a place for everything, and now is turbo¬ 
time. My carefully horded turbo boost kicks in, and the jet-sled accelerates from 550kph to over 700 in 
a flash. Now is also the time for Ultimate Skill, the sled banks heavily in one direction, then the other 
as canyon walls whip past, leaving just enough clearance for another coat of paint. Ten seconds later 
the turbo runs down. Miraculously the ship held together and the looming cavern entrance is in my 
face. I’m running third now, with the front-runners in sight. Well placed blaster fire damages no. 2’s 
engine and I slide behind the leader. Underground now, the labyrinth is no place for heroics, smooth 
and steady may just see me through, my grip on the joystick tightens... 

Welcome to the 21st century, welcome to the world of Slip Stream 5000. 

Fudky Speedsters 

Slip Stream breathes new life into a game style which has been tried countless times before. Futuristic 
racing with a dose of combat has ranged from the abysmal (Cyberace) to the ordinary (Megarace). 
Something has been missing all this time, but with Slip Stream it all comes together beautifully. 

The difference is the realism. Nothing runs on rails here, you can bring your speeder to a complete halt, 
or fly in any direction you choose. Dynamically too, the speeders handle like they ought to, they acceler¬ 
ate in dives, loose speed banking and climbing, while responsive handling only comes into play at high 
speeds. There are ten funky looking speeders to choose from, with slight variations in top-end speed, 
acceleration and manoeuvrability. Choosing carefully is not critical though, as most speeders are fairly 
even in most respects, and you can always upgrade components after a few wins have boosted your bank 
account. Better turbo systems are the only performance enhancement though, and these allow more effi¬ 
cient use of the turbo boost power-ups that can be collected in the game. Weapon upgrades are the main 
reason for spending prize money, although combat is not essential for winning races. 

Keeping things even is what Slip Stream is all about; no speeder ever has a decisive advantage and it's 
quite possible to win a race from a seemingly hopeless position. By taking a good line and staying out of 
trouble, you can win without firing a shot. The lasers are pretty ineffectual anyway; computer ships take 
damage and slow down as a result, but you can never destroy them outright. More practical targets are the 
drone ships that just cruise around slowly, shooting them causes a random morph into one of the many 
power-ups. These are scattered around the course anyway, but as someone probably said, you can never 
have too many power-ups in a video game. Hitting walls and being shot causes engine and control damage, 
eventually the handling and performance will deteriorate to a point where it matters, but repair power-ups 
fix that little problem. Other goodies to look out for are Boost and Turbo, the former gives you an instant 
10 second rush of overtaking speed, while the later can be stored for use at the right time. 

Ca*yo*s & Tu**els 

Racing in Slip Stream means entering a tournament set over ten courses. There are two basic types 
of circuit; canyons and tunnels. Canyons look better, are more fun and easier. Tunnels are very difficult 
to do well; hairpin corners at 600 kph with no margin for error take some getting used too, but it’s 
always challenging fun, never the pain in the bum that by rights it should be. This is why Slip Stream is 
such fun, it has taken game elements that usually mean disaster for a game, and perfected them. It is 
always fast, always close and never dependant on luck. 

Looking sensational has a lot to do with it too. A DX2/66 or higher will run the gorgeous graphics as 
smooth as you want. The sensation of speed and movement is as real as games get, rocketing through 
valleys feels damn cool and is something you’ll want to do just for the hell of it - race or no race. 

A nice bit of software this. Eventually the fun will run out, but the multiplayer support should post¬ 
pone that day for a bit. 

VISUALS ©©<& - MJeird bul «%os1 cook Tkc 3D eui^ivie is s«too!k a*d fast, 
<*ivi*<* a <jc*ui*c sc*sa!io* of speed. SOUND ©4<& - Tke ert^Mc noises 
are a*%o*<* Ike besl we’ve kcard, bu! you*11 be wawliw^ lo !ur* Ike «uisic off 

Ikou^k. GAMEPLA V ©(f> ^ - A real raci«w <****.. Flyi*<* lo «taxi«use 

speed a*d pickiw^ Ike perfecl raci*<* li*e defimlely waller. U/e like il. 

LONGTERM 2 ^ - 0*ly courses, bul IkeyVe lou<*k cwou^k lo 

lake so«te «tas!eri«^. Mulliplayer support also increases ils lo*<*evi!y. 
OVERALL - a sparkler, we could**! slop playi*^. Tke «oise, 

Ike visuals, Ike close raciw^,.. everylkiw^ abou! Ikis <ja«ic is cool! 





















Ro^er U/ilco's back and ke’s as bi^ a loser as ever! 
Tke Sierra Space Quest series kas been owiusm^ and 
frustrating PC adventurers for years and 
CHRIS UiHEELER takes a gander at tke latest effort*** 


WHO SAID THERE'S NO ATMOSPHERE IN SPACE 


If deeply realistic, serious and intelligent science fiction is your thing then Space Quest 6 is a game you should do 
everything in your power to avoid. It is a silly, mindless, and hilarious parody of science-fiction convention, and futuris¬ 
tic role-play games. Following proudly on the footsteps of five other games whose origins date back over a decade, 
SQ6 continues in the irreverent and amusing tradition so gloriously set-up all those years ago. 

U/afer Tkin 

The plot is thin... wafer thin... don’t turn it sideways or it disappears thin. There’s no System Shock plot twists here, 
no BioForge character introspection, no Suspended sophistication, there’s just hour after hour of stupid story-line and 
amusing situations. Without wanting to give away anything but by way of explanation; your first task is to procure a 
cheat sheet for the game Schmuck Fighter III. This done other adventures await. You get the idea. 

If you haven’t played the others in the series you will still enjoy this game, although you may miss out on several 
clever references and in jokes. Similarly, science-fiction aficionados will find the host of references to contemporary 
sci-fi literature a bit of a hoot - check out the drink names in the bottle shop on the first screen, for example... 

As far as the actual game is concerned, the graphics are good, with interesting character design and a nice 50’s 
hocky sci-fi feel, but they suffer a little in comparison to the Total Immersion 3D environments of System Shock and 
BioForge. However it is the sound that truly sets this game apart, as not only have they procured the talents of a 
number of good voice actors to portray the main characters, they’ve also managed to enlist someone as the narrator 
who sounds exactly like the announcer on Roger Ramjet. Add to this some outstanding and witty dialogue and you've 
got an excellent (and hilarious) gaming experience. The music is okay as well, though it tends to be ignored in light of 
the excellent voice track. 


In-Jokes 


The game-play is extremely straight-forward; you have a number of ways of interacting with your environment - 
sight, touch, vocal as well as being able to move. From here its just a simple point and click to use or examine the 
world. If it takes you longer then thirty seconds to master this then get a new brain. 

My only criticism of the game is that, while a new player will get a good chuckle from it, most of the really great 
gags are reserved for those who've had a gander at the previous instalments. And while self referential humour is all 
the rage nowadays - The Simpsons and Seinfeld being the TV champions of it - I feel that new players could have 
been catered for a little better. 

Overall though, this game is a hoot form start to finish. It is really rare for games to pull of a constant comedic 
appeal over their entire duration, and only a few have pulled it off - Sam and Max being the example that leaps to 
mind. For fans of Red Dwarf and sci-fi comedy this is a welcomed computer gaming foray. For followers of serious sci¬ 
ence-fiction... have a Coke and a smile and shut the hell up! 


VISUALS - A nice, *50s animated sci-fi feel. Not mind-blowing at all, 

but it's still pretty* SOUND j®(o) - Somc of tke best vocal acting I've 

keard yet**. GAMEPLAV © 2 ^ - Tkere are as yet undiscovered tribes 
in Soutk America wko can Master tke interface... LONGTERM ^^,-once 
you’ve finisked tke plot, you'll probably scoot around searckin^ for jokes. 
OVERALL 79 ) a kit of a koot. Space Quest fans skould need no encouragement* 


SECOND FLOOR. REGURGITATED GAME FORMULAS 
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Strap your favourite karate symbol around your kead all 
you PC fi^kti*^ fa*s because kere comcs FX Fi^kter. It’s 
^ot all tke sounds, sweat a*d button presses you’d expect 
fr om a* arcade ^omc, except it’s o* your koMe computer. 
MATTHEW DANIEL eM^a^es w a bit of poly^o* biffery... 

After playing MKII to death and back again, FX Fighter comes as a breath of fresh air to the PC fighting profession. 

Totally different to the 2D platformer type beat ’em up that we are all used to playing on the PC, FX Fighter incorpo¬ 
rates easy fighting technique, plenty of non-stop action and rolling graphical landscapes and backdrops that would 
normally stop at arcade venues. 

Rule Tke Universe 

The game actually has a plot too. Sure, it’s not much but it’s still a plot. A famous fighter has come from his home 
planet, armed with the most destructive weapon in the universe (of course), to challenge all creatures to a duel for 
ultimate control. If you win and beat the big guy you get to keep his planet and furthermore rule the universe. If you 
lose, your home planet is destroyed and all who live on it are turned into little DNA strands. As this destruction of your 
planet will probably happen anyway you decide to take up challenge. And yes, there are others that want the crown of 
ruler of the universe so you must also fight them also. 

There’s definitely not a lot to say about originality in this game. It looks, feels, plays and sounds just like Virtua 
Fighter, and this is the game's biggest drawback. The concept and design are there but there are just too many simi¬ 
larities to the arcade classic. There are 8 creatures such as robots, mantis's, Indians, spirits and normal fighters to 
choose from and naturally they all have different moves and specials for you to find. The battle ground changes with 
each opponent you meet and what would a fighter game be without that different view button? It's here as well. You 
can also zoom in and out of the fight as an added bonus when you want to join the action. There are different fighting 
levels, ranging from the beginner to the adept Ninja that has dedicated his life to playing this game, so the game does 
gets better as you get better. 

Tke F-X Files 

The fights themselves are held in a ring with no ropes. The characters are all made up of textured polygons and they 
look very nice indeed, with a wide range of moves. However they are all suffering from pixelization which can only be 
seen on close-ups and end of battle wins - the gameplay itself never gets jerky or slows down. The movements of the 
characters are realistic with several points of flexibility built into the body of the character. When you fall to the 
ground, the parts of the body look as though they are falling instead of simply dropping. Every character also has a 
brief history that can be tapped into about where he/she/it comes from and what his/her/its personal details are. The 
cut scenes in the game show some pretty nice rendering work of the lead fighters and look simply brill. 

If you are limited with your input control (ie a slow keyboard) then you miss out on a lot of the fast gameplay the 
you find when in the ring. The key presses just are not fast enough. When you’re in mid flight and you go for the kick 
key and it doesn’t execute in time it is very annoying. If you have one of those arcade style tactile joysticks with lots of 
buttons then you’ve got it made. Lucky you. For those who don’t own the most state of the art Pentium, Argonaut 
have added options to change the graphic detail at varying degrees. This allows the slower machines to also have a 
decent game. 

So while its got lots of nice features, generally FX Fighter is pretty disappointing. Its all been done before and at a 
better level. Still, it's loads of fun playing two player matches and I’m sure there will be a host of cheat codes and level 
enhancements to come, so lets wait and see. PC fight fans have long been waiting for a new style game and if you’re a 
crazy Virtua Fighter fan you might just get off on this title. 

VISUALS: ©§ “ SMOotk, 1 ar<*c, well-draw* backdrops. Several views a*d 

fast ckaracter MoveMc*t. SOUNDS: © 4 }^ - CD qualify «iusic tkat Moves 

witk Ike ^aMeplay. Speeck a*d otker sou*d effects work well. GAMEPLAV 
- Polyyo* f i k t i * <* <*aMe. See* it all before... o*ly better. 

LONGTERM ( 6 ) ^ - Fu* a*d addictive for a wkilc. Two player Mode will keep 

you a*d your frie*ds busy. OVERALL - Ge*erally fu* f but a bit tedious. 

Great for dedicated Virtua Fi^kter fa*s wko do*’t wa*t (or ca*’t afford) a Satur*. 
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Enclosed is my cheque/money order for HYPER issue/s 

□ #1 D#2 D#3 D#4 D#6 [H#7 d#9 n #10 n#13 n#15 D#17 D #18 n#19 m#20 

at $7.50 each (including postage and handling). Send to HYPER Back Issues, PO Box 634, Strawberry Hills, 2012. 


Issue #9 Mortal 
Kombat CD, Mortal 
Kombat 2 Preview, 

Stunt Race FX, Theme 
Park. Clayfighter Play 
Guide, Jungle Book. 
Issue #10 Super SF2, 
Mortal Kombat 2, TIE 
Fighter, Shining Force 2, 
Harpoon 2, Subterrania 
CES 

_ mmm 

Issue #12 Sold Out 


Issue #13 Donkey Kong 
Country, 32X Preview, 
Shaq Fu. Mickey Mania, 
Rise of the Robots, 
System Shock, Doom 2 & 
Urban Strike PlayGuides 
Issue #14 Sold Out 
Issue #15 Top 100, 
Wing Commander 3, 
Doom 2 Poster, 
Ecstatica, Super Punch 
Out, Magic Carpet, 

FIFA 3DO, Rugby 
World Cup, Brutal. 

Issue #16 Sold Out 


Issue #17 Full Throttle, 
Road Rash 3, Discworld 
-I- Terry Pratchett, 

Under A Killing Moon & 
Relentless Play Guides, 
Hell, BC Racers, 

Rise of the Triads. Alone 
in the Dark 3, Virtua 
Racing Deluxe. 

Issue #18 Virtua Fighter 
vs Tohshinden, Dark 
Forces, Super Punch 
Out & Ecstatica Play 
Guides, Saturday Night 
Slammasters, Unirally, 
Ridge Racer, MK2-PC. 


Issue #19 Mortal 
Kombat 3 arcade, Dark 
Forces & Wing 
Commander 3 Play 
Guides, Chris Roberts. 
Clockwork Knight, 
Victory Goal, 
Immercenary, Itchy & 
Scrathy, Phantom 2040, 
Samurai Shodown, 
Bioforge, Decent. 

Issue #20 Daytona USA, 
E3 Report, Ed Boon & 
John Tobias, Dark 
Forces Play Guide, Gex, 
Deadalus, Panzer 
Dragoon. Motor Toon 
Grand Prix, Judge Dread, 
Brian Lara Cricket, Star 
Trek TNG, Pyrotechnica 


Issue #1 SF2 Turbo and 
SCE, Aladdin, Jungle 
Strike Play Guide and 
Virtual Sex! 

Issue #2 Sonic Spinball 
and CD, Super Empire 
Strikes Back, Pocky and 
Rocky Play Guide, 
Laserbeam Software and 
Volition Records. 

Issue #3 NBA Jam, 
Rebel Assault, Crash ‘n* 
Burn. NFL, Aladdin Play 
Guide and VR founder 
Jaron Lanier 


Issue #4 Virtua Racing, 
Clay Fighter, 
Tournament Fighters, 
Sonic 3, Doom, 

NBA Jam Play Guide. 
Issue #5 Sold Out 
Issue #6 Mechwarrior, 
Jammit, Mega Man X, 
Ultima 8, Sonic 3 Play 
Guide plus Music Video 
in the 90s. 

Issue #7 Streets of Rage 
3, Mega CD Special - 
Tom Cat Alley, Double 
Switch - Turn and Burn, 
Super Battle Tank 2, PC 
Special, 
d Out 


No home is complete without the 
complete collection of HYPER. 


But don’t despair. For a mere $7.50 an issue (including postage and handling!) 
you can regain your street credibility. 


Be warned, there are only limited stocks of issues #1 and #3. 
New Zealand readers please pay AUD$7.50 per issue. 
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3DO 


Available: NOW 
Category: SPACE SIM 
Players: ONE 

Publisher: ELECTRONIC ARTS 

Price: N/A 
Rating: M15+ 

This has to be one of the most eagerly awaited releas¬ 
es ever for the 3DO, and wait we have, as it has been 
released almost 6 months late. The wait was worth it 
though - Wing 3 is here for 3DO and it is good. 

The plot throws you into the climax of the 
Human-Kilrathi conflict with the game ending with 
the total extinction of one side depending on your 
actions and mission successes. Playing through the 
50 missions of WCIII is not simply a linear affair, 
your actions do make a difference and some out¬ 
comes will lead to dead end scenarios with you 
fighting wave after wave of merciless Kilrathi 
hordes until the inevitable end 
Wing 3 is the most expensive video game made to 
date, and it shows. Gorgeous FMV sequences are dis¬ 
played in top quality on the 3DO hardware, markedly 
superior to the PC version’s jerky video. Luckily. FMV 
isn’t all that WCIII has to offer and the gameplay is 
right up there, with the CD quality sound and spectacu¬ 
lar cut scenes making it a completely immersive and 
very addictive game. During battle you’ll be taunted 
and insulted by Kilrathi warriors, have your wingman 
frantically calling for aid and get pounded from all sides 
by lasers and missiles all in glorious Dolby surround. 

Of course, what you want to know is, is this better 
than the PC version? Well, yes and no. The space¬ 
ship models are slightly less detailed and you can't 
fly inside cap ships in the 3DO game. 

Also the ground missions are gone and 
some combat options have been simpli¬ 
fied (power transfers, rear gunning on 
the bomber etc). Experienced Wing 
Commanders have commented that the 
combat is a little easier on the 3DO ver¬ 
sion, but unless you’re a real ace this 
should still keep you playing for a long 
time. On the plus side the FMV scenes 
and Dolby surround sound are far supe¬ 
rior and the combat is still very playable 
and addictive. Also some scenes that 
couldn’t fit into the PC version are 
included on the four CD 3DO game. 

If you don’t have a 3DO or a fast PC, 
this game is reason enough to buy one. If 
you do have a 3DO you probably already 
own this. Stop reading, get your hands on 
a copy of Wing 3 and go frag some kitties. 
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Available: NOW 
Category: ACTION 
Players: 1-2 

Publisher ROCKET SCIENCE 

Price: TBA 
Rating: TBC 

Rocket Science. They’re a new company formed 
from the cream of the industries creative talent. Or 
so say the barrage of press releases and their spiffy 
Internet web site. Now their first game, Cadillacs 
and Dinosaurs, is here and boy does it stink. 

Where’s the gameplay? This is not my idea of 
fun, the ‘ game’’ takes all the worst elements of the 
interactive movie genre that is thankfully disap¬ 
pearing. and showcases them in a boring package 
that offers nothing in the way of entertainment or 
challenge. What you get for your better-spent-else- 
where money, is a streaming cartoon video of vari¬ 
ous vehicles (usually a big red Cadillac) trundling 
through a world (mostly rainforest) where 
dinosaurs routinely pop out of nowhere to threaten 
your well-being. 

The gameplay involves steering a target cursor 
which is superimposed over bad cartoon video, and 
shooting anything likely. The video continues on 
its merry way all the while, with the game provid¬ 
ing no control over the aspects that really need it - 
like steering your car. 

This insultingly simple and totally boring method 
of gameplay copped a wholloping with abortions 
like Microcosm and Novastorm, and has been sen¬ 
sibly abandoned by most developers. Not Rocket 
Science! Their other games (LoadStar and Wing 
Nuts) both use this yucky style too. 

The effect is that the player feels com¬ 
pletely removed from the world 
they’re supposed to be immersed in. 

Frustrated boredom takes about five 
seconds to reach the pain threshold, 
while playing the game is just dull 
hard work. 

Owners of this title would be best off 
wheeling the telly into the babies 
room, so wee toddler can watch the 
moving shapes and colours in demo 
mode as they nod off. 

Ben Mansill 


45 


b 5 



ID 


Earthworm 
- Special Edition 


-too* 


X , VN 

** -V - 


Kills 


MEGA CD 

Available: NOW 


Category: PLATFORM 
Players: ONE 

Publisher: SHINY/INTERPLAY 
Price: S89.95 
Rating: G8 

It's rare to see Mega CD games with worthwhile 
additions to the Mega Drive original. Sure, lots of 
companies chuck in some full motion video inter¬ 
ludes and call it a whole new game, but for 
Earthworm Jim Shiny really have added lots of 
goodies and extra bits to make this game worth¬ 
while in its own right. That’s why it’s called 
Special Edition, because if you thought Jim was 
special on the Mega Drive, then you ain't seen 
nothin’ yet. 

The graphics aren’t that much different but there 
are over 1000 additional frames of animation 
thrown in for good measure, making Jim's moves 
smoother than a rather expensive brand of silk 
sheet. There’s a whole new world to explore and 
new hidden areas plus different endings for two of 
the sections. You’ll also get to meet a new boss 
type person in Big Bruty and I can’t describe him 
any better than the excellent instruction manual; 
“Blind as a mole rat Fat as a beached whale. 
Dumb as a rock". But don’t be fooled - he’s a 
tough bugger with a slight over-eating problem. 

There's also an extra weapon! Apart from the 
Mega Plasma, you can now also find Homing Shells, 
and as their name suggests, they’ll go seeking the 
nearest enemy and do their explosive work. Fun for 
all the family! A password system is another valu¬ 
able addition, and the CD quality 
sound also makes a positive contribu¬ 
tion to your overall enjoyment. There’s 
even the option of setting the volume 
of the music and sound effects. 

There’s nothing much more to say. 

You’ll all be aware of the excellent fun 
contained within Earthworm Jim by 
now (and if you’re not, your head 
must be under a particularly large 
rock), and the Mega CD Special 
Edition merely increases that fun. Get 
it before Earthworm Jim 2 comes out 
and blows the first game away (well, 
here's hoping anyway!). 
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Micro 
Machines 2 



Available: NOW 
Category: RACING 
Players: 1-4 

Publisher: CODEMASTERS 

Price: TBA 
Rating: G 


Perfect 
General li 



Available: NOW 
Category: STRATEGY 
Players: 1-2 
Publisher: QQP 
Price: $89.95 
Rating: G 


Striker 95 


|43:00l f t • 



Russia 0 U S A 0 


PC CD ROM 


Available: NOW 
Category: SPORTS 
Players: 1-2 

Publisher: TIME WARNER 

Price: TBA 
Rating: G 


Micro Machines 2 is a cute little arcade racing 
game from the Codemasters. You race tiny vehi¬ 
cles across a huge variety of domestic settings; 
everything from a dining table to around the edge 
of a bathtub! There are a heap of different playing 
modes including Time Trials where you race 
against the clock and Challenge mode where you 
duke it out with three other human or computer 
controlled opponents. 

While the graphics of Micro Machines 2 look very 
1991 the best feature of the game is the endearing 
and extremely addictive gameplay. Navigating 
these little bastards around the obstacle strewn 
courses is a challenge at best and a “I'm going to 
put a friggin’ brick through my computer screen” 
code red frustration situation at worst. Think I’m 
exaggerating do you? Just get to level 16 in 
Challenge mode and you'll know what I mean. 

While some of the sound effects are incredibly 
annoying and the graphics a tad cutesy putesy, 
Micro Machines 2 still beckoned me back for more 
brainless action time and time again. While the 
range of vehicles available is suitably large includ¬ 
ing mini jet boats and pee wee helicopters, it’s the 
tracks and their fiendishly difficult design which 
really makes the game. 

Micro Machines 2 also features a track-building 
facility where you can waste yet more 
hours designing racetracks of your 
own and then trying them out on your 
friends. Well maybe not your friends, 
the odds are you don't have any if you 
spend hours piddling around building 
little animated racetracks! 

In conclusion. Micro Machines 2 is 
an addictive albeit very unsophisticat¬ 
ed arcade racer. If you buy it, you 
probably won't be able to stop play¬ 
ing it. Just don't tell anyone and 
recite this mantra ten times every 
night before bed; I’m normal and I 
have a life... 

Julian Schoffel 
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The original Perfect General won its fans 
because, at the time of its appearance, strategy 
games were either condescendingly simple or 
overblown and convoluted. Good design made all 
the difference, PG had a great interface, intelli¬ 
gently balanced units and scenarios that found 
new ways to test our self-proclaimed strategic 
genius. A couple of nice scenario disks kept us up 
late a bit longer, then it all faded away. 

Now the General is back, with designers QQP 
showing they haven't forgotten what made the 
original so popular. The gameplay is fundamentally 
unaltered, you still begin your war by spending a 
set amount of cash on an army - tailoring your pur¬ 
chases to reflect the scenario’s need. Next, the 
units are placed according to your overall game 
plan and the war is afoot. 

Perfect General II is turn based, and while the 
game doesn’t try to disguise this, it does throw a 
few happy spanners in the works that distance it 
from the traditional turn-based move-end, move- 
end tedium. Like Passing Fire, where units engage 
targets of opportunity during the CPU phase. 

Like it's predecessor, Perfect General II includes 
an abundance of excellent scenarios. Each of these 
are playable over a couple of hours, and have been 
thoughtfully created to provide and different and 
original challenge each time. 

The new game is predictably abun¬ 
dant in FMV cuts and is resplendent 
in SVGA, such is the way of sequels. 

Without messing too much with the 
magnetic gameplay, QQP have tarted 
their game up quite nicely. Many new 
units make for interesting new 
approaches to traditional strategic 
problems. There are now offshore 
naval artillery units and air units, as 
well as the monster Elephant Tank. 

I like this game. It’s balanced, effort¬ 
less to drive and challenging in all the 
right ways. 

Ben Mansill 
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Striker 95 is a new soccer/football sim from Rage 
Software. It features teams from every soccer play¬ 
ing nation on Earth, even the entire local competi¬ 
tion teams from the English, Italian, French, 
Dutch, German, Spanish. Portuguese and Polish 
leagues! It lists player stats for all of them, you can 
find out the star signs of the entire Sudanese 
national team or check out what the French goal¬ 
keeper and left back like to do with their baguettes 
in the locker room. Fascinating stuff. 

There are several competition modes to choose 
from; Championship. Knockout, League, World Cup 
or you can just practice if you want to. It’s possible 
to decide the overall strategy of the team, attack, 
breakaway, defend etc. But that's as far as the edit¬ 
ing goes, and you won't be able to aid your cause by 
fiddling the player stats, unfortunately. The action 
(no management bollocks here), takes place on a 
full screen playing field with great big well animated 
sprites. Short video clips of throw ins, goalkicks and 
such are shown when any of these things happen, 
which is interesting for about two minutes, and then 
becomes bloody annoying as you can’t turn them 
off. Another odd thing is that when your opponent 
starts play the words "Kick off’ appear on the 
screen, obscuring the exact area of the field where 
they’re running off, and stay there for long enough 
to give him an attacking advantage! 

The game can also be frustrating 
when you're running back to make a 
defending tackle and the game sud¬ 
denly gives you control of another 
player on the opposite side of your 
opponent, your joystick direction now 
making your new player shoot off 
away from the enemy giving him an 
easy ride in. Jolly unfair, I say. I would 
also like to add that the support play 
is pitiful, don’t go making any runs 
down the sideline to put in a magic 
cross because there will hardly ever be 
anyone there to receive it. 

Striker does have a bit of appeal, the 
crowd noise during the matches adds 
some character, and if it wasn’t for 
the above mentioned irritating prob¬ 
lems it would be a great game. But, 
alas, it isn't. 

George Soropos 


7D 


AD 


bS 


bD 


bS 
































3 


Chaos Control 


PowerHouse 


SimTown 



Available: NOW 


Category: SHOOT’EM UP 
Players: ONE 
Publisher: INFOGRAMES 
Price: TBA 
Rating: G 




Available: NOW 
Category: STRATEGY 
Players: ONE 

Publisher: IMPRESSIONS 
Price: S89.95 
Rating: G 


Available: NOW 
Category: SIM 
Players: ONE 
Publisher: MAXIS 
Price: NO RRP 
Rating: G 


Those aliens are at it again, threatening the 
Earth with total domination, unleashing a fiery 
rain of plasma beams and soiled underwear. Only 
one person can save us. They may have a 
Battleship the size of the Moon, they may have 
vastly superior technology, they may even have 
pert bottoms, but we've got YOU! Yes you. 
mighty warrior, doer of great deeds, able to eat an 
entire 12 pack of assorted chips in one sitting, guz¬ 
zle enough Coke to clean the Harbour Bridge and 
heave off mighty gusts of wind so potent as to ren¬ 
der your flatmates speechless as they choke and 
writhe on the floor. But I digress. 

Chaos Control is one of those guided tour type 
CD ROM games where you fly along a pre 
ordained pathway through skies and cities slaugh¬ 
tering everything that looks at you the wrong way. 
Major bummer here is that you can only play with 
a mouse. Apparently someone told the people at 
Infogrames that they'd go blind if they kept 
fondling their joystick and they decided to pass 
this wisdom on to us. Well, I’m not to fond of hav¬ 
ing other people’s beliefs foisted on me, and I per¬ 
sonally think that too much joystick wiggling is 
never enough. This is a personal choice however 
and someone who's not averse to pushing a mouse 
around might enjoy this game more than I. 

The graphics are a bit simple, con¬ 
sidering it's all pre rendered and play¬ 
ing out just like a movie, the action is 
fast enough, however, to keep your 
eyes off the scenery and on the task at 
hand. The enemies coil and loop 
around somewhat like Magic Carpet, 
but follows exactly the same paths 
each time you play which gives it a bit 
of the feel of a 3D Galaga or some¬ 
thing. It’s an OK game, not worth the 
usual price of $80-$100 but worth a 
look if you can get it cheaper (usually 
about 3-4 months after release). 
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There’s obviously a lot of people out there har¬ 
bouring deranged, fascistic, power fantasies if yet 
another business simulation can find a market 
niche. Following in the footsteps of SimCity 2000, 
Railroad Tycoon, 1860 and Civilization, 
Impressions Software have produced PowerHouse. 
If these kind of megalomaniacal business games 
are your schtick then this one is right up your alley. 

It delivers all of the things you would expect a 
quality Biz Sim to deliver - realistic finances, chal¬ 
lenging competitors, variable scenarios, an excel¬ 
lent economic and political model and the ability 
to customise your own playing style. What 
PowerHouse offers in addition are the factors a lot 
of these games ignore - great graphics, superb pre¬ 
sentation, full-motion video inserts and a quality 
soundtrack. To top all this off it also has a story... 
kind of. 

Set in a futuristic Earth your job, as CEO of a 
generic MegaCorp is to monopolise the distribu¬ 
tion of nine different power sources - coal, oil, 
nuclear, hydro electric, etc. To this end you must 
vie for control with 3 other competitors, whilst 
exploring the rest of the world to find new 
resources. All the while you must diplomatically 
keep the governments friendly so your plants can 
continue operating on their soil. 

Where this game is the most inter¬ 
esting is in its sci-fi environment. 

Impressions have developed a quite 
sophisticated future model of world 
energy distribution, with some innova¬ 
tive twists and ideas. 

For anyone keen on bringing the 
world under their total control and 
subjugating entire governments under 
the influence of your iron will; then 
this game is for you. 

Chris Wheeler 
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If all you intellectual ankle biters out there in 
Gamesland thought it unfair that Daddy was 
always the one that could let his creative genius 
run wild with mind teasing games that allowed him 
to design cities, towers, farms, islands and ant 
colonies, then you’ll be just stoked to know Maxis 
has made a game just for you. 

Simtown is just like any other Sim but it’s aimed 
at kids (age 8-12). The main focus of the game is 
creating a working, happy town that can grow and 
take care of itself in the long run. You play the 
town builder who is responsible for the way the city 
will look by placing buildings, homes, roads etc and 
protecting it from devilish Litterbugs, Food Pigs 
and of course, natural disasters such as earth¬ 
quakes and fires. 

When starting to create your town you soon discover 
one of the joys of playing games under Windows. It’s 
SLOW, however it all depends on what screen resolu¬ 
tion you are running. A smaller one (ie 640*480*256) is 
the one to have to get the best speed out of the game 
but if you are in some ridiculously large resolution (like 
me) treat yourself to an ordinary refresh rate. 

There is plenty to do in this game such as designing 
your own town from scratch, using a pre-designed lay¬ 
out or fixing up badly organised towns. All the charac¬ 
ters that are made when you place buildings can be 
manipulated for your playing pleasure. 

You can change the way they look, 
what they like to eat, their favourite say¬ 
ing, mode of transport and other useless 
things a Sim needs for it to be a Sim. To 
create things you need resources instead 
of money. These are made up of envi¬ 
ronmental objects such as how many 
trees you have and what your town’s 
water supply level is. Without your 
resources you have no town to build. 

You have three piping hot tunes to lis¬ 
ten to while you are creating your town. 

Definitely an improvement on other 
Sims which have the same boring old 
tune repeating over and over. 

The game is just one big learning 
environment with issues on the envi¬ 
ronment and pollution popping up 
throughout. Great for kids just learn¬ 
ing their way into computers. 

Matthew Daniel 
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Hi-Octane 



Available: NOW 
Category: COMBAT RACING 

Players: ONE 

Publisher: EA/BULLFROG 
Price: NO RRP 
Rating: G 


Rugby World 
Cup 1995 



Available: NOW 
Category: SPORTS 
Players: 1-2 

Publisher: ELECTRONIC ARTS 

Price: NO RRP 
Rating: G 


Silverload 



Available: NOW 
Category: ADVENTURE 
Players: ONE 
Publisher: PSYGNOSIS 
Price: TBA 
Rating: TBC 


There are many things a good racing game 
wants, but just one that it needs. The wants are 
great graphics, competitive opponent A.I. and a 
sense of really being there and doing it. The need is 
a little more straightforward - the sensation of 
speed. Hi-Octane crosses the line way ahead of 
most other racers in the want department, but lags 
woefully behind in the need area. 

The futuristic combat racer definitely looks the 
part, the industrial wasteland most circuits thread 
through are a 3D wonder. Dynamically it fits the 
bill too, the hover-cars you race handle unlike any¬ 
thing else - and therein lies the challenge. Sadly 
though, all this fine work is wasted because walking 
pace is about as fast as you seem to be travelling 

Having to shift around those beautiful graphics 
must bog down the CPU something fierce, so 
much so that the game's speed suffers as it bears 
the burden Bullfrog missed the mark by a country 
mile here - this is not what it’s all about. I would 
happily forego the pretty scenery for better high¬ 
speed action. As it is, the game is a bore. A fine 
looking bore, but a bore nevertheless. 

Having only six tracks further lessens the motiva¬ 
tion to play. While the tracks you get are complicat¬ 
ed, with multiple routes and sneaky shortcuts, the 
fact remains that there are just six of them. Because 
this is a combat racer, you're generally 
too busy to hone those skills perfecting 
your ideal racing line, this means that 
you’re less likely to give a damn about 
finesse while you race and therefore 
probably won’t be playing this one 
after more than a few days. 

Still, those few days won’t be a com¬ 
plete loss, as the six cars you choose 
from all have varying attributes for 
speed, armour, weight and firepower. 
Experimenting should keep you occu¬ 
pied for a little while, as will exploring 
the tracks and memorising the loca¬ 
tions of the power-ups. 

If you want a good looking combat 
racer, go with Slip Stream 5000, it’s 
fast and has the added dimension of 
flight, instead of just trundling along 
the ground. 


?□ 


bS 


bS 


30 


Ben Mansill 


bS 


I have to admit, being a South African ex-pat I was 
one of the few people going for the Springboks in 
the World Cup final, although the coaches pathetic 
ego-tripping afterwards made me regret the deci¬ 
sion. To this end I was ecstatic to find an EA Rugby 
simulation emerge on the market. Now I could 
replay that fateful final and lead an All-Black 
revenge the likes of which civilisation has yet to see. 

EA have a long tradition of developing brilliant 
sports sims - FIFA Soccer being the most notable. 
Thus it was with quite confidence and expectation of 
an amusing bit of pig-skin frenzy ultra-violence that I 
loaded Rugby - World Cup 1995 onto my system. 
Thankfully my expectations were not misplaced. 

Rugby is a well detailed, action packed sports sim 
featuring all of the thumping thrills that delight us 
in the real game - mauls, scrums, field goals, line 
outs and the rest. All loving recreated by some 
cute little sprite thugs. The SFX are excellent as 
well, grunting tackles, the irreplaceable thump of 
boot on leather (or sternum) and the crowd sounds 
all lead to an impressive gaming experience. 

So if watching thirty boofy guys bash into each 
other for ninety minutes is your thing, but you've 
never had the courage (or a small enough IQ) to 
try the real game, then this game is for you. So put 
on your old footy boots, practice the NZ Haka (not 
to close to the monitor though) and 
get ready to go toe to toe with some 
of the world’s best... Pants off! 


Chris Wheeler 
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Strange things are happening in the Wild West 
town of Silverload. Travellers are disappearing, the 
night time calm is ruptured by strange demonic 
howling, and there’s never a queue at the Post 
Office. Sounds like the work of the devil to me. 

You are a bounty hunter, an ornery, rancid, gun 
totin', bow legged, slightly insecure varmint who 
happens upon a couple of wagons whose occupants 
look like they’ve gone a couple of rounds with a 
herd of stampeding Longhorns. Apparently some 
unsavoury werewolf type characters from the near¬ 
by town of Silverload dropped by for an impromp¬ 
tu Tupperware party and, incensed by the pioneers 
obvious lack of interest in their wide variety and 
good value, promptly waded into them with razor 
sharp talons and cutting one-liners. And, just for 
good measure, they stole the only child of one of 
the settlers, a fitting sacrifice to the God of 
microwaveable storage containers. 

They beg, they plead with you to go and rescue 
the runt, and of course that’s the only option you 
have. Now what a sensible survivor like you is 
doing going into a place more uninviting than a 
rave Portaloo to rescue a total stranger who is 
probably already poised above the Sunbeam 
demonic slicer'n dicer I have no idea, nor will you. 

This game has stodge written all over it, the 
unbelievably over-acted dialogue 
plumbs new depths of dodgyness. and 
will eventually start annoying the hell 
out of you. The interface is of the still 
graphic screen, alternating mouse 
pointer type, the graphics are cliched, 
flat and drab. The whole package says 
one word to me and that word is 
DULL! What more can I say? 
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Paparazzi 



Available: NOW 

Category: INTERACTIVE MOVIE 

Players: ONE 
Publisher: ACTIVISION 
Price: S79.95 
Rating: G8+ 


Dark Forces 



Available: NOW 

Category: ACTION/ADVENTURE 

Players: ONE 
Publisher: LUCAS ARTS 
Price: S99.95 
Rating: M15-I- 


PGA Tour 
Golf iii 



Available: NOW 
Category: SPORTS 
Players: 1-4 

Publisher: ELECTRONIC ARTS 
Price: NO RRP 
Rating: G 


Ever wondered what it’s like to live the life of a celebri¬ 
ty photographer? Been tempted to spend hours sneak¬ 
ing around exotic holiday resorts hunting for a shot of 
Fergie's naked norks? You may be considered scum by 
the people you harass, but the public is always hungry 
for a bit of scandal and that means money in the bank. 
Besides,there’s no such thing as bad publicity.. right ? 

Paparazzi is based around the Quicktime For 
Windows system and comes with the latest version 
onboard. Basically what you're supposed to do is 
gather clues as to the whereabouts of various per¬ 
sonalities'. all of whom are ripoffs of current 
tabloid favourites. Be in the right place (there are 
11 locations to check out) at the right time and 
get the winning shot. 

All your actions are controlled by something called a 
Palminator 2000, which is a very Mac looking 
Quicktime front end. Some ‘50s inspired icons on the 
bottom of your screen give you a celebrity guide, a 
map on which you select your destination, your 
answering machine and television which is a valuable 
source for clues and my favourite part of the game. 
Once you're at a location you’ll see everything in glo¬ 
rious FMV. But this isn't like Under A Killing Moon, 
all you can do is watch and hit the shutter button of 
the camera at the right time You only get two shots 
and your camera has the unnerving habit of waving 
around a lot. If you do manage to catch 

Rusk Limburger’ getting spanked by a 
mistress or Nancy Rae Gunn’ consort¬ 
ing with aliens you can sell the picture 
to one of several bidders. 

The way the software decides which shot 
is going to sell is a bit dubious; if you don't 
take the picture within a very precise time 
frame it won’t be any good, even if it has 
all the required elements. This fact, along 
with the limitation of only having two 
exposures, and the camera movement, are 
the only things that stop you walking 
through the whole game. Another dumb 
feature of the game is the fact that it 
boasts six different characters for the play¬ 
er to choose from, but the only difference 
between them is their graphic icons. No 
matter which character you choose, every¬ 
thing happens in exactly the same way, 
making this very poor value indeed. 

George Soropos 
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Mac owners around the world rejoice! 1995 is 
proving to be a very exciting year, if only for the 
slew of LucasArts products promised to us. Dark 
Forces is the first in a string of hot titles that will 
be blasting their way onto Macs everywhere. 

If you’re wondering if the Mac conversions will stand 
up to their PC counterparts, then just relax, because 
Dark Forces runs like a silky-smooth dream You will 
of course need a PowerMac or high-end Quadra to get 
this sort of performance, but that’s the same as having 
to own a good 486 or Pentium PC - it’s now standard 
for these new generation of games. The beauty of 
Dark Forces though, is that even if you don’t have a 
muscly Mac, it gives you the option to reduce the 
screen size and resolutions many times over - so that 
you'll still get the speed (albeit in a small box) on a 
lesser Mac. Luckily, this was reviewed on a PowerMac 
6100/60, so all I can say is. . . WOO-HOO! 

If you’ve somehow had your head stuck in a block of 
concrete for the last 6 months, Dark Forces is a 3D- 
shooter in the Doom mould that all takes place in the 
Star Wars universe. Everyone's fantasy of taking to a 
bunch of stormtroopers with a trusty blaster is now a 
(virtual) reality! Playing the role of Kyle Katarn, a mer¬ 
cenary hired by the Rebels, you at first retrieve the 
Death Star plans from a secret Imperial Base and then 
proceed on a variety of other hair-raising missions to 
get to the bottom of a new Imperial 
threat, the Dark Troopers. 

The whole game engine is an improved 
Doom II, with crouching, jumping and 
other new features now a part of an 
already exhilarating experience. And 
don’t think that just because it's already 
been a hit on the PC for months that 
Mac owners are getting the goods when 
they've passed their used-by date, I ‘d 
say we re getting the better deal - con¬ 
verting a game lets the programmers 
tweak the graphics and iron out bugs - so 
Mac owners in some cases will be getting 
a better game than the original. The X- 
Wing Collectors CD for Mac is boasting 
superior graphics to the PC version, so 
hold on tight folks, your Macs are taking 
off. In the case of Dark Forces, it's 
almost identical to the PC version, so 
you’ve heard the hype - go get it! 


TS 


T4 


GAMEPLAY 


It 


^5 


Eliot Fish 


‘lb 


It’s always been a struggle for the golf game 
supremacy between PGA Tour Golf and Links Pro. 
Die-hard golf fans usually went for the accuracy 
and sim-like Links, whilst folks after pure golfing 
entertainment went for the more candy-like PGA 
Tour Golf II. Now here comes the new PGA instal¬ 
ment for the Mac.. PGA Tour Golf III, and it 
looks very close to taking the crown. 

The upper hand that Links always had over PGA 
was it’s realism in the graphics department. Until 
now. PGA Tour III includes fantastic video footage 
of the courses and digitised players - 9 of them are 
real golf pros! Play along with your heroes or play 
as one of them. The choice is there Also much 
improved are the courses. PGA now has an excel¬ 
lent grid, and much smoother ball-cam (both of 
which have obviously been included to make it 
more Links-like). There is also commentary, 
though it's only for when you’re making your putt. 
In fact, the guys voice starts to become very 
annoying after a while... he has this cheesy, really 
whispery voice that is supposed to lend excite¬ 
ment. Instead, it just pisses you off. 

On the whole, everything about PGA has been 
improved, and it's now more Links-like than ever. 
But with three courses as opposed to Links' 
Harbour Town, PGA has an undeniable edge. The 
only thing which seems to definitely 
be worse this time around is the visuals 
“power-meter'”. The old three-clicks 
to glory is now an insufferable, ago¬ 
nising pain in the posterior Accuracy 
here is the most important part of the 
game - but unfortunately with the 
new change in graphics, came a new 
power-meter. This one has a trans¬ 
parent power-bar that is almost 
impossible to accurately click where 
you want it. This has now become 
more guess-work and anticipation 
than dexterity with the mouse finger. 

This is the only part of the game that 
suffers. A pity it's one of the most 
important! However. I still wouldn’t 
be surprised if PGA Tour Golf III now 
takes the top slot in the golfing 
gamer’s Top Five. 


TO 


A^ 


AE 


TO 


OVERALL 


Eliot Fish 


AA 


H 

H 

i< 


HYPER» 69 
































• Talk to Data 

• Lower shield and beam the Garidian 
refugees aboard the Enterprise. 

• Talk to the Commander of the Garidi¬ 
an Warbird (Pentara). 

• Take a firm but non-violent course of 
action letting the Warbird leave unharmed. 

• Talk to the Garidians you just beamed 


aboard and agree to help them find the 
'Fifth Scroll'. 

• Set a Course for Horst III to visit the 
Vulcan archaeologist Shanok 

• Your journey will be interrupted by a 
distress call from Chancellor Daenube. 

• Agree to help him and set a course for 
Cymkoe IV. 


• Once you have arrived at the station, 
assemble an Away Team consisting of 
Riker, La Forge. Crusher and Worf. 

• Once they are on the station have La 
Forge examine the transporter panel 
with a tricorder. 

• Now go through the door and have Dr 
Crusher examine the trapped woman 
using the medical tricorder. 

• Speak to La Forge and he will tell you 
the best way to free the woman is by 
transporting the cable off her body. 

• Go back to the transporter and use 
the co-ordinates from the tricorder to 
free the woman. 

• Return to the woman and have Crush¬ 
er use the medical kit on her. she should 
regain consciousness. 

• Walk right and take the turbolift up to 
administration Examine all of the con¬ 
trols here. 

• Go back to the woman (Dr Benyt) and 
ask her for the code to redirect the emer¬ 
gency power to the life support systems. 

• Go back up to admin and use the code 

• Now take the turbolift down to engi¬ 
neering and have La Forge use the tri¬ 
corder on the strange machine 

• Go right into Lab 4. Once inside the lab 
look around and take everything you can. 
Now have La Forge examine the console 
here and then use it to temporarily shut 
off the power supply to get rid of the 
strange machine in the previous room 

• Tell the Enterprise to track the 
machine for as long as possible, but 
don't leave the station just yet. 

• Now walk left until you find Dr 
Griems. Have La Forge talk to him and 
then offer to help him. Once he agrees, 
go to the right (where the machine was 
sucking power) and have La Forge use 
the phase inverter and the wave reduc¬ 
tion converter on the hole in the casing. 

• You're finished here so beam up to 
the Enterprise. 

• Accept Chancellor Daenube's thanks 
and resume your journey to Horst III 

• Orbit the planet and contact Shanok, 
make sure you obtain every scrap of 
information from him 

• Now resume your patrol along the 
Neutral Zone. 

• You will get a message from Admiral 
Reddreck, agree to help him and set a 
course for Morrassia. 
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• Orbit Morrassia and hail Constable Llik- 
sze, agree to not arm the Away Team 

• The Away Team for this mission 
should consist of Data, Worf, Crusher 
and Troi. 

• When your team arrives have Data 
talk to Constable Lliksze. find out every¬ 
thing you can about the missing Dr 
Hyunh-Foertsch. 

• Now walk out of the Constable's office 
and make your way down the path to 
the Doctor’s laboratory. 

• Once you’re in the lab take the bio¬ 
probe and the three Field units. 

• Leave the lab and go to the crossroads. 

• From the crossroads go to the shuttle 
dock and take the microgenerator. 

• Now visit each of the three biotopes - 
marine, bogforest and the canyon. At 
each biotope you will Find a screen with 
a powerslot underneath. Use the micro¬ 
generator on the slot and you will see a 
map telling you the major habitats of 
the biotope. Use the tricorder on each of 
the Field units and when you have deter¬ 
mined the appropriate Field unit, send it 
out to take a sample from each of the 
habitats. Remove each sample from the 
Field unit with the bioprobe 

• Make sure you remember to remove 
the microgenerator before you visit each 
biotope or it will have lost its charge 
when you return. (You can recharge it 
at the shuttle dock). 

• Return to the Doctor’s lab and use 
each sample on the sonic probe. 

• Now examine the carcasses in the lab on 


the biotable and under the sonic probe. 

• Use the tricorder on the comms port 
in the lab and contact Tracker Melas. 
get all the information you can. 

• Now visit Constable Lliksze, then go 
back to the lab and contact Consultant 
Idyia, again get all the info you can from 
him. The next person you should con¬ 
tact is Healer Zzolis. 

• After this make your way to the quar¬ 
antine shelter and speak with Watcher 
Tzudan, question him thoroughly. 

• Now visit the Constable again and tell 
her of your suspicions 

• This sets off a sequence of events 
culminating with the return of 

Dr Hyunh-Foertsch. 

• Speak to the Doctor and then take a 
shuttle to the other side of the reserve. 

• Rephase the power and make your 
way back to the quarantine shelter. 

• To catch the creature that has been ter¬ 
rorising the reserve use the consoles in the 
following order: 2, then when the crea¬ 
ture appears 1 and then finally 3 to trap it. 

• You're Finished here so beam up to the 
Enterprise. 

• Once you're back on the Enterprise 
speak with T’Bak and then follow the 
trader Aramut to Joward III and then 
Nigold. 

• When he's in range fire on his ship 

• Talk to Aramut and make a deal giv¬ 
ing him his freedom in exchange for 
some information and Consultant lydia. 

• Now set a course for Shonoisho 
Epsilon VI 


• When you have arrived scan the planet 
and then talk to Data, Riker and Troi. 

• Ask T’Bak to send a message of 
friendship to the planet. 

• Wait until you get a response 

• Next talk to Laraq and tell him about 
the Garidian’s quest for the ‘Fifth Scroll’, 
give him some time to make his decision. 

• Speak to Laraq again and then assem¬ 
ble an Away Team consisting of Riker, 
Troi. La Forge and Data 

• Once they’re on the planet have Riker 
talk to Laraq 

• Next go into the First pyramid (Chodak 
transporter) and visit the Chanters. 

• Have Riker talk to the Chanter Stamblyr 

• Go back to the first screen and walk 
right, use the pyramid here and the have 
Riker talk to the Nachyl. Make sure you 
ask about the temple and then the gate¬ 
keeper to find out about the missing 
Aelont guy. 

• Go to the gate and talk to the gate¬ 
keeper. you have to answer hi$ ques¬ 
tions to pass. He wants you to admit 
that you really know nothing about any¬ 
thing (in a philosophical sense), so 
answer accordingly ie. “Who are you?” 
correct response - “I don’t know." 

• Once you have passed the test go 
through the door and have Data look at 


the sign and then the stasis chamber 
where Aelont is trapped. 

• Now go back to the First screen to 
speak with Laraq, ask him for help and 
he will upload a Chodak translator into 
your tricorder. 

• Go back to where Aelont is trapped 
and use the tricorder on the sign to 
translate it. 

• Now operate the controls and free Aelont. 

• Question him thoroughly and then 
make your way to the vault. 

• Open the vault with the thermacode 
key Aelont gave you and take the gold¬ 
en ring, the staff of light and the elec¬ 
tronic device. 

• Now go and give the ring and the 
device to the Chanter Stamblyr. 

• Have La Forge Fix the broken instru¬ 
ment with the device and get the two 
orchestrions from Stamblyr. 

• Now visit the third temple (the temple 
of the Questors) and have Riker speak 
with Madia, give her the staff of light 
and she will open the force Field 

• Now use the two pronged orchestrion 
on the Chodak transporter behind the 
force Field. 

• To solve the tile puzzle refer to the 
diagram (puzzle.gif). 

• When you reach the other side of the 
abyss insert the blue talisman Aelont 
gave you into the indentation, this will 
open a door. 

• Take the Fifth Scroll’ and beam up to 
the Enterprise. 

• Speak with Lucana and then when 
the Garidian Warbird appears, speak 
with Pentara. 

• After the Garidians have beamed off 
the Enterprise onto the Warbird you can 
resume your patrol of the Neutral Zone. 


Us® th different 
orchestrion 
devices to 
activate the 
tiles, then walk 
along the 
overlapping 
tiles to reach 
the other side. 
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• Listen to the blurb about the invading 
Romulan Fleet and then talk to 
Admiral Reddreck. 

• After you have spoken to him set a 
course for the Goldur Delta system, 
then report to Commander Chan at 
Outpost 543. 

• Agree to help her and then head to 
the Paxanona system to defend Comm 
Relay 543 from the Romulans. 

• Nail the attacking Romulan ship and 


then talk to the Romulan Commander. 
Find out about the Chodak weapon. 

• Now contact Chan again. 

• Set course for the Balls system and 
when you get there, talk to the Klingon, 
Captain Ky’Dra. 

• Ask him what happened and then ask 
about his prisoners. 

• Now contact Chan and then Admiral 
Williams. 

• After this set a course for Frigis again 


FRlGlS (AGAIN) 


mm 


• Respond to Laraq's distress call and 
destroy the Romulan Warbird, then talk 
to Laraq. 

• Beam down to the planet and question 
Laraq thoroughly about the Chodak. 


• Take the Chodak isolinear rod, the rod 
programmer and the information crystal 
from him and beam up to the ship. 

• Now lay a course for Horst III and 
scan the crystal on the way. 


HORST iii (AGAIN) 


• Nail the Romulan Warbird and listen 
to Shanok's recorded message, then 
send an Away Team down to the planet; 
choose Picard, Data, Troi and La Forge. 

• Once you're down set your phaser to 
maximum and use it on the rubble 
blocking the entrance. 

• Walk through the passage and use the 
tricorder on the panel. 

• Have La Forge operate the panel 
using the isolinear rod and the rod pro¬ 
grammer then use the tricorder on the 


screen of information. 

• Remove the rod, exit the panel and 
walk to the left. 

• Use the tricorder on the instrument and 
the pit and then beam up to the ship. 

• Now talk to the Admiral again and 
then set a course for the Yajj system. 

• Nail the Chodak ship you find there 
and talk to Data about the whereabouts 
of the planet Allanor. 

• Set a course for Allanor and scan the 
planet when you arrive. 
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• Once Data has found a suitable beam 
down location assemble an Away Team; 
you should pick Picard, La Forge. Data 
and a security officer. 

• Once you're down use the tricorder 
on the starship schedule, now use it on 
the doorways, the drone, the foreign 
object in the drone, the ventilation 
duct and the alloy seals around the 
duct’s entrance. 

• Set your phaser at maximum and blast 
away the seals until the door opens. 

• Now take the logic inhibitor from the 
drone and walk down the ventilation 
duct before the drone has the chance to 
confiscate your weapons. 

• In the next area have La Forge use the 
tricorder on the panel in the top right 
hand corner of the screen. 

• Next have him use the Chodak rod 
and rod programmer on the panel to get 
it to operate. 

• From the panel you want to activate 
the facility, after this take the rod and 
head right. 

• Have Data walk up to the top left of 
the screen to get closer to the drones, 
then have him use the tricorder on them 
to scan the drone. 

• Walk to the upper doorway and go 
through into the area where the drones 
are passing through the doorway. 

• Use the tricorder on the doorway and 
then stick the logic inhibitor in the 
door’s circuitry panel. 

• When a drone stops in front of the 
closed door use your tricorder on it and 
deactivate it. 

• Now remove the logic inhibitor and 
the door will open. 

• Head through the door and examine 
the panel, use the rod and rod program¬ 
mer on it, turn the power on and put 
the station online then exit the panel. 

• When the drone has been charged and 
has left, use the panel again and turn 


everything off. 

• Set your phaser to maximum and use 
it on the capacitor. 

• Everyone one will pass out in the 
resulting explosion and some Chodak 
scum will enter the area. 

• When your party has regained con¬ 
sciousness follow the Chodak into the 
next room. 

• Have Picard talk to the Chodak 
leader, bluff them by saying you are on 
the planet for research, don't tell them 
you have an isolinear rod and try to 
convince them not to accompany you. 

• When you've done this head right and 
you will find a Chodak transporter 

• Operate the panel and push the bot¬ 
tom left button, the top left button 
and then the timer (white strip), now 
quickly exit the panel and walk under 
the transporter. 

• When you have been transported walk 
towards the archways and in the next 
screen walk right. 

• Use the tricorder on the red lights and 
then use your phaser on them, after this 
talk to La Forge or Data and they will 
adjust the phaser settings. Now use the 
phaser in the following way; blast a sen¬ 
sor and walk, when the light comes 
back on blast it again and walk a bit 
further, experiment with different sen¬ 
sors until you make it across (don’t 
panic, if you get hit it won't kill you). 

• Make your way down the stairs and 
towards the obelisk. 

• Have La Forge use the tricorder on 
the pedestal, then have him operate the 
panel with the rod and rod programmer. 

• Now act very quickly; when the infor¬ 
mation screen on the panel comes up 
click the tricorder on the star chart 
before the Chodaks stop you, you must 
get the co-ordinates of location 45-NX- 
D into your tricorder 

• Watch the show and wait for the 

















the logic inhibitor on the way. 

• When you reach the first screen, shove 
the logic inhibitor back in the drone and 
beam up to the ship. 

• Have Data analyse all the information 
you got on Allanor and then head back 
to Federation space. 

• When Data has the co-ordinates set a 
course for the Unity Device. 


by Julian Schoffel 


other until you have a complete disc. 

• Insert the disc in the lower air space 
inside the Field generator. 

• Keep examining it until Picard says he 
knows what to do; he needs more discs 
to fill the air space. 

• Exit the Field generator and talk to 
Pentara again, tell her you should work 
together against Brodnack in this test. 

• Now use the table and put your disc 
only on Brodnack's side. 

• Do this three times until he admits 
defeat, whatever you do don't kill him. 

• When you have everyone's semi-discs 
combine them and use them on the lower 
air space in the force field generator. 

• When the force Field has been deacti¬ 
vated walk to the right into the next 
screen, use the green globe (you got 
from the future Picard) to teleport 
across to the symbol. 

• Take the symbol and teleport Brod¬ 
nack and Pentara across to join you 

• Walk into the next screen and use the 
symbol on the indentation in the door 

• When the door is open proceed to the 
right until you reach the stasis chamber. 

• Press the button to release the green 
creature and answer its questions. 

• Tell it you want to use the Unity 
Device for the good of all. 

• When all the talking is over head right 
until you get to the platform, keep 
going until you get transported up into 
the dome. 

• Once you reach the heart of the Unity 
Device it tells you a huge Borg invasion 
fleet is on the way. 

• Using the device in front of you, you 
are supposed to choose between elimi¬ 
nating the Borg fleet or destroying the 
Borg race entirely, don’t choose at all; 
just deactivate the device. 

• You done good and played 
strong Picard! 

• Now sit back and enjoy the 
endgame sequence. 


Chodak to leave. 

• Examine the pedestal again and use the 
tricorder on the remaining information. 

• Now make your way back to the 
Chodak transporter and press the mid¬ 
dle left button, the top right button 
and the timer, exit panel and walk 
under the transporter. 

• Head back to the screen where you 
first beamed down making sure you get 


• When you have arrived talk to the 
Garidian Captain (Pentara). 

• Then talk to the Chodak and take 
evasive manoeuvres when they pre¬ 
tend to attack you (whatever you do 
don't shoot). 

• Now take a shuttle down to the 
Unity Device. 

• Once you’re down head to the left 

• In the next screen you'll see a circle 
on the floor, it's a transporter so use it 
to transport the whole Away Team one 
by one. 

• Once you've been transported you 
find that Picard is now alone. 

• Walk towards the glowing thing in the 
wall and talk to it. 

• Now continue walking left into the 
next screen where you will Find Captain 
Pentara and Admiral Brodnack. 

• Talk to them and then join them on 
the shuttle. 

• Once you’re off the shuttle talk to Pen¬ 
tara and agree to join forces with her 

• Now walk through the doorway on the 
bottom right of the screen 

• Talk to the Picard from the future 
and take the device, now talk to Brod¬ 
nack and get him to tell you about the 
first test. 

• Once you have the semi-discs you 
should examine the force field generator 

• Study the generator very carefully and 
then use the two semi-discs on each 











74 »HYPER 




PANZER DRAGOON 

SATURN 


You read the review, you bought the game, you're utterly 
talentless and now you’re stuck. Don’t panic, cheat! 

TRIGODS - Invincible 
TRISHLD - Recharge shields 
TRINEXT - Warp to next level/stage 
TRIHOVR - Hover pad 
MANIACS-Afterburner 
TRSCOPE - Oscilliscope 

TRIBURN - Terminal Velocity (outrun your laser guns!) 

TRFRAME - Displays frame rate 

3DREALM - Smokin' mode 

TRIFIRO- Invincible 

TRIFIR1 - P A C. weapon 

TRIFIR2 - ION weapon 

TRIFIR3 - R.T.L. weapon 

TRIFIR4-M.A.M. weapon 

TRIFIR5 - S A D. weapon • 

TRIFIR6-S.W.T. weapon • 

TRIFIR7 - D A M. weapon • 

TRIFIR8 - Afterburner 
TRIFIR9-Invincible 

TRWARP# (# = 1 to 9) Warps to # sub stage of current level. 

• Registered version only. 


Some guy called Peter Brodie sent these in, we re glad he did. 

At the GAME START screen hold down Y and press L, L, R, 
DOWN, LEFT, R. A beep will let you know you did it right. Go 
to the OPTIONS screen and you can now set the speeds as high 
as 10 instead of only 4. 

Hidden Fighters 

In HYPER #19 we told you how to play as Thunder, Ice and Spike. 
Little did we know even more secrets were there for the taking. 

At the GAME START screen, enter these codes to choose the 
fighter you want. 

SARGE HOLD UP-RIGHT and press Y, B, X, B. B, X. A 
JACK - HOLD UP and press X, A. R, R. Y. A. 

PEELGOOD - HOLD DOWN-LEFT and press B. Y. Y, A, Y. 
BUTCH - HOLD L and press X, R. A, X, R, R 
SLYCK - HOLD Y and press L, L, UP, L. LEFT, R. 

To randomly select a fighter, press R and L together at the 
Character Select screen. 


Super Speed 


Lose the dragon. 

Just you and your laser gun. flying dragon less just like in Space Harrier. 
Power up your Saturn but don’t insert the CD. Go to the Data 
Memory Menu and select german (Deutsch) as the language. 
Now load your game CD. When the title screen appears, press 
UP, X, RIGHT, X, DOWN, X, LEFT, X, UP, Y, Z. 

Wizard Mode 

This makes the game Hyper-fast, a good thing if somewhat difficult. 
When the title screen appears, press START. At the Normal 
Game and Options screen, press L button, R button, L button, R 
button, UP, DOWN, UP, DOWN, LEFT. RIGHT. Go ahead and 
forge some legends, you're a wizard now. 

Rolling Mode 

Useless but fun, it’s the HYPER credo and this fits the bill perfectly. 
When the title screen appears press START. Rotate the direction 
pad three times clockwise, when you hear a sound you know it’s 
worked. Also, the words “Rolling Mode" will now appear above 
the Normal Game Option. 

To perform a roll in the game, tap diagonally twice. 


RINGS OF POVJUER 

MEGADRIVE 


Free sex! 

Well, not quite, but a rather pleasing photo is built-in to the 
game for your viewing pleasure. Peter Brodie is the lonely guy 
you want to thank for this one. 

Before you turn the power on. put your control pad into port two 
and hold down DOWN-RIGHT, A, B, C and START. Keep these 
held and turn on the power, waiting for you at the title screen will 
be the programmers object of desire. Naughty boys! 


CLAVFIGNTER II 

SNES 


TERMINAL VELOCITV 

PC 


Cheat codes 



















VS. Screen Codes 

100-100: No throws 

020-020: No blocking 

987-123: No energy meters 

033-000: Half energy for player 1 

000-033: Half energy for player 2 

707-000: Quarter energy for player 1 

000-707: Quarter energy for player 2 

688-422: Dark fighting 

460-460: Random morphing 

466-466: Unlimited run 

985-125: Psycho kombat 

(dark, random morph, no meters, no blocking) 

642-468: Play Galaga 

Text (displays a message) 

282-282: "No fear" 

123-926: “No knowledge that is not power” 

987-666: "Hold flippers during casino run” 


Winner Fights: 

969-141: Motaro 033-564: Shao Kahn 

769-342: Noob Saibot 205-205: Smoke 


Fatalities 

Our massive MK3 cheat guide in HYPER #20 wasn’t enough for 
Nicholas Finch, he’s found some new moves and here they are. 
KABAL - Fatality 2. Stand close to opponent, then RUN, 
BLOCK, BLOCK, BLOCK. HIGH-KICK. He removes his mask, 
screams and sends his opponents ghost running across the screen. 
SINDEL - Fatality 2. Sweeping distance away, RUN, RUN, 
BLOCK, RUN. BLOCK. Sindels hair wraps itself around her 
victim and spins them into little bits. 

JAX - Fatality 2. Full screen distance, RUN, BLOCK, RUN, 
RUN, LOW-KICK. Jax gets big and stomps his victim. 

LUI KANG - Fatality. Close to opponent, HOLD RUN, UP, 
DOWN, UP. UP, BLOCK. 

KANO - Fatality 3. Close to opponent, HOLD LOW-PUNCH 
fori second, still holding LOW-PUNCH - DOWN, TOWARDS, 
TOWARDS. DOWN - release LOW-PUNCH 

Ultimate Kombat Kode 

Here it is, this lets you play as Smoke. Jared Davies sent this in, 
he tells us it works with versions 2.0 and 2.1. 

12 2 4 

9 2 = Play as Smoke. 

0 0 2 3 

Moves for Smoke 

HARPOON - B, B. LP 
TELEPORT UPPERCUT, F. F. LK 
INVISIBILITY - HBL (U. U. RUN) 

FATALITY 1 - HBL. U. U. F. D (across screen) 

FATALITY 2 - HBL + RUN (D, D. F. U) (sweep) 

ANIMALITY - D. F. F. BL (outside sweep) 

FRIENDSHIP - RUN, RUN. RUN, HK (across screen) 
BABALITY - D. D, B. B, HK 
STAGE FATALITY - F. F. D. LK 

Jared also sent us these comprehensive cheats for MK3. We get 
the feeling that we haven’t even scratched the surface of what is 
probably the most cheat-packed game ever. 


Built-in 
golf game 

Select an exhibition game and 
choose any team. At the 
Controller Screen select Start 
New. Put your name in as 
REFLOG for a round of golf 
on the built-in course, it's not 
bad either! 


The numbers stand for 
On the Player 1 side: 
LP = 1st number 
BL = 2nd number 
LK = 3rd number 


how 


many 


times to hit the button. 
On the Player 2 side: 
LP = 4th number 
BL = 5th number 
LK = 6th number 


NBA LIVE *95 
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Race as the horse 

We’ve seen some pretty weird cheats in our time, but this one 
had us rolling around on the floor (in uncontrollable laughter). 

To trade your car in for a horse, go into the Options Screen and 
select Normal difficulty. Now go to the Mode Select Screen and 
choose Saturn mode. 

Now race in the Beginner, Advanced and Expert tracks - making 
sure you win each race. After you win in the third race, go to the 
Mission Select Screen and scroll through the cars until "Horse” 
appears. The horse you get depends on whether you chose 
Automatic or Manual. 

Lose the Singer. 

When we reviewed Daytona we complained bitterly about the 
crappy music, we also accused Sega of losing the plot if it turned 
out that a cheat code was the only way to turn it off. Well, we 
we’re right, Sega’s lost it and here's the code: 

You can’t turn the music off completely, but the Worlds Worst 
Singer can be shown the door. Go to the Options Screen and make 
sure that it’s set to Normal number of laps. Select Arcade Mode. 


Keep UP pressed while you choose a course, select it with C. 

Done! Now you can turn the volume back up again while you race. 

Classic Game Music. 

You can't get rid of the music completely, but you can replace 
the normal crap with some classic crap from days gone by. 

After you place well enough to enter your initials, enter initials for classic 
Sega games Experiment a bit, but these work: S.H (Space Harrier), A.F 
(After Burner), O R (Out Run). Don't forget to put a dot in the middle! 


Allen Wan tells us that typing 
REIN at the main menu screen 
will make all the scraps fall 
down as rain, and they never 
disappear. 

From Peter Boni comes this 
helpful hint: At the game 
configuration screen, hold 
down "OMF" and press the 
right arrow key to get two 
more deadly levels. Hold down 
"2097" to get an extra menu 
with cool stuff like modifying 
the height bots jump etc. 


ONE MUST 
FALL 2097 

PC 


Lots of 
weird stuff 
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WING 

COMMANDER 3 

3D0 


Cheat Menu 

Power to the player. This 
cheat is dead easy and offers 
a cheat list that’ll send you 
into orbit. 

Start the game holding down 
LS and PLAY until you get to 
the TCS Victory terminal 
screen. Now hit A when the 
continue button is highlighted. 
The menu clearly spells out 
what you can do - which is just 
about everything! 


SPECTRE 

SNES 


Disable 
enemy tanks 

Are the moving and shooting 
enemies too much of an 
inconvenience? You need this 
cheat then. 

During combat, press 
BUTTON Y on controller 2. an 
explosion will sound to let you 
know it worked. Now all the 
enemy tanks are sitting ducks. 


CVBERSLED 

PLAYSTATION 


Sled Select 

With this sneaky cheat you 
don't have to play through to 
pick the hot sleds. 

Use controller 1, while the title 
screen is showing, press UP, 
LEFT, DOWN, RIGHT, UP, 
TRIANGLE, UP, RIGHT, 
DOWN. LEFT. UP, CIRCLE. 
Listen for the explosion to tell 
you it worked Now go to the 
character select screen to 
choose your sled. 


SYNDICATE 

SNES 


Passwords 

You’re allowed to cheat on this one. ‘cause it’s so hard. 

MBBG79.TVLBV - This gives access to version 3 modifications 

and all the weaponry, over $1,000,000 cash, 16 agents and Western 
Europe already conquered. 

CBBBBBBBKG79---YWLSB - All v. 3 mods, all weapons, 
$500,000, 8 agents and most of Europe and Scandinavia completed. 
DZB7D3535HB - All v. 3 mods, all weapons, 13 agents, 
$9,804,800 and only the Atlantic Accelerator left to do. 


PIZZA TYCOON 

PC 


Heaps of cash 

Choose Elvis as your character 
and take out as many loans as 
possible. Save your game and 
restart choosing the same 
character. The money will still 
be there even though it's a new 
game, and you can keep doing 
it until you hit 10 billion dollars! 


DRAGON 


"1 

SNES 




Level select & 
infinite chi 

For the level select, go to 
the sound test screen and 
press B, A, RIGHT 
BUTTON, B, A, RIGHT 
BUTTON, A. 



To get maximum chi, go to the sound select screen again and 
press SELECT, A, LEFT BUTTON, A, RIGHT BUTTON, Y. 
























Made like a motion picture, designed like your imagination 


MUU 

You again 

:?j iNj 


ination! 


‘An Insatiable Adventure... MYST GOES WEST" 


COMPUTER 


Mystery, Suspense and lntrigue...WHAT MORE DO YOU WANT?” 


\ -* 




begs jcfitarc. 


PC / MAC CD ROM GAME 
AVAILABLE NOW 


I N T E, RAC T I V E 
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Too wtucti Doom is 
Mcvcr cMou^k. We 
Happened upo* Ikis 
sensational Wad 
file (above) ikai 
kas wo*i rtWMeroMS 
awards * MJity? 
Download if fro*t 
Hyperactive and 
find ouf„ 11 
extrenely kot Mew 
levels are fo be 
kad. If was desired 
by Rave*, wko did 
fke awesome 
MerefiCi Rave^»zip 
is ifs rtdrtc, 
Just 9 ef if, OK? 


Tkis issue was brow^ki 1o you by Ike Idler Hi a*d 
Ike *u«tber 7. Ben would also like fo gratefully 
acknowledge fke contribution of Mr Codral - 
witkout wkose kelp kis ailing flu-ridden body would 
never kave crawled ouf fron under Mr Doona. 

We’d very nuck like fo fkank Pkil Heir, our lovely 
warw-kearfed boss. Tkinkin^ of Pkil, fke words 
visionary, pioneering revolufionary, fearless 
leader and pay rise spring fo *tind. Tkank you. 

No issue of NVPER would be complete wifkouf fke 
following: 300 cups of coffee, 65 cans of coke, 

20 banana snootkics, 38 ckicken scknifzel rolls, 

4 boxes of Kool Fruifs, 80 cups of Twinin^s Irisk 
Breakfasf Tea, 10 kours of Doom deafknafck, 160 
kours of JJJ, 1 acre of QLD rainforesf, 2 sf aples, 
320 inferrupfions by Ro^er Bolfon, 47 wiffy 
anecdofes fron Mafkew and several kours worfk 
of idle banfer wifk Mel, Marline, Robbie, Andrew 
and Jenny. We'll falk fo you foo, buf only if 
you're affraefive and sensible. 

Send us a love leffer! 


NVPER Lcffers 


PO Box 634 
Sfrawberry Hills 
NSW 2012 

Fax: (02) 310 1315 
E-nail: 

f re aks cene@nexf. con. au 


Hi *» 


NOT MADE OF MONEV 

Hi HYPER, 

I enjoy your mag as it is informa¬ 
tive and it has great reviews. 
Anyway, the reason for this letter 
is to ask you why are games 
needing so much hardware? Sure 
it’s for the performance but when 
you take new games on the mar¬ 
ket that need a Pentium 120 and 
20Mb of RAM, your old (my old, 
anyway) 486DX2/66 with 8Mb 
just can’t perform. And with the 
cost of chips and upgrades I think 
that game companies should find 
out what the average PC specs 
are for a family and work around 
that area. Of course they can 
have games that need the latest 
components to work at a stable 
rate, but every game? Maybe 
not, so I hope game companies 
try to work out were not made of 
money and that we don’t all have 
SGI workstations. 

David Symons 

The Missing Link BBS, 
Queensland 


It's a real hassle, isn 't it? Just when 
you think your new computer (or 
console) is the biggest and best 
around, another model comes out 
with specs that poo all over it. The 
same with games. Everyone seems 
obsessed with bigger, better, faster, 
more and the end result is that you 
always need more money to have 
fun. I don't think we 're going to see 
this situation change in the short 
term as technology just keeps leap¬ 
frogging ahead, but hopefully pro¬ 
grammers will keep the "average' 
gamer in mind while working on 
their high-end masterpieces. 


CRAP MUSIC SOLUTION 

To y’allat HYPER 
I’m going to buy a Saturn. I know 
it's not the most powerful new 
system coming out and I don't 
care because the games that are 
on it and scheduled are my all 
time favourites. Take Daytona 
USA, Virtua Fighter 2 and Panz¬ 
er Dragoon. Anyway I was read¬ 
ing your review of Daytona (Issue 
20) and was mighty disappointed 
with the sound in the game. This 
lead me to an idea Wouldn’t it 
be good if there was a console 
that had a place to put your 
game and a place to put a music 
CD in so that when you play you 
could listen to your favourite 
music instead of the crap music 
like in Daytona. What I’m going 
to do is stick my CD player on 



my TV and turn down the vol¬ 
ume on my TV and listen to 
some AC/DC as I slide around 
the track of Daytona. Anyway I 
got a couple o' questions for ya. 

1. I've heard of a 8 player multi 
tap thingy. Can you tell me 
more about this? 

2. I think Sega would’ve been 
better off making a 64 bit sys¬ 
tem. What do you think? 

Brian Jeffery 
Katoomba NSW 

Brian, that's a good idea about the 
music but what I'd like to see hap¬ 
pen more is games like Quarantine 
on 3DO which allowed you to swap 
between real music tracks (by real 
rock bands) while playing the 
game. 1. A 6 player multi-tap is due 
out in September 2. Well, maybe 
but that would have made develop¬ 
ment even more time consuming 
and expensive and programmers 
haven't begun to make the most of 
32bits yet so don t get too greedy. 

MEGA CD DISAPPOINTMENT 

Dear HYPER, 

After reading several articles in 
your mag and others of similar 
content, I've felt a little disap¬ 
pointed in my purchase of a 
Mega-CD. Although I did get it 
for almost half price overseas I can 
still looking forward to a prosper¬ 
ous gaming future, can't I? 

After looking through a back 
issue of your fine publication 
(#10 Sept ‘94) I found some 
lovely pics of a 32XCD game 
called Shadow of Atlantis. Are 
these graphics the actual gam¬ 
ing graphics or are they the 
shots form the development of 
the game on some hi-tech Sega 
programming computer? Could 
the 32X save the Mega-CD at 
least until the Saturns and 
PlayStations rule the world? 

Also while I’m here I've got a 
few more questions. 

Firstly will the 32X enhance regu¬ 
lar CD games such as Tomcat 
Alley and Dracula Unleashed? And 
secondly are the CD-Action Replay 
carts any good? I haven’t seen 
anything on them for quite a while. 
Are they as good as the Regular 
Action replay cart is for the Mega 
Drive? 

Lastly I know this is a stupid 
question but will the Sega Sat¬ 
urn have any Mega-CD abilities? 
Also is there any plan in the 
pipes for an adaptor between 
the Saturn and regular Mega 









UIRITE FOR WVPER! 

We've got lots of readers with lots of different opinions (as you 
can see by these letters) so we thought we’d make the most of it 
by starting a new reader s review column, Now don't bother 
sending us a review of a game everyone knows, unless you have a 
whole new perspective about why you like it, or why it sucks. 
What we want are reviews of games that might not have 
appeared in HYPER and you think deserved to, or alternative 
opinions to the reviews that you've read in the magazine, If 
you're published you'll get a suitably HYPER prize And who 
knows, if we like your style you may even get to do some more 
writing for us. 

Make sure that you keep it under 500 words and legible (on disk 
would be excellent) and send it to: 

HYPER READER S REVIEW 

HYPER 
PO BOX 634 

STRAWBERRY HILLS NSW 2012 

If you send us a colour photo of yourself or a picture/screengrab of the game 
you're reviewing then you'll have more chance of going in. But there s noth¬ 
ing but your anonymity to lose so get your fingers busy and start writing! 


Drive carts, like the carts that 
adapt Sega Master System 
games to the Mega Drive? 

That’s all thanks. 

Christopher NSW 

The shots for Shadow of Atlantis 
came straight from Sega so they 
could well be from a computer 
screen rather than the 32XCD. 
although I haven't seen the game 
yet so I can t be sure. The 32X 
does make the Mega CD more 
attractive but it's just a matter of 
software - there 's not much about 
and I don t think too many 32XCD 
games are planned. No, the 32X 
will not enhance normal Mega CD 
games. The CD Action Replays 
are alright but it really depends 
what you want to use them for. 

Yes, the Sega Saturn has Mega 
CD abilities in that it plays CDs 
(doh!) and has full-motion video 
capability. A Saturn/Mega Drive 
adaptor I would think is essential 
to the success of the Saturn but I 
haven’t seen one yet. I'm sure 
Sega will make one though. 

CLASSICS NEVER DIE 

Dear HYPER, 

Welcome to the Oxford dictio¬ 
nary. HYPER: Sensational Aus¬ 
tralian games magazine which 
brings news, previews and 
reviews all of the highest stan¬ 
dard to the loving public. Now is 
that enough grovelling for you? 
At the moment I own a Mega 
Drive and a pathetically slow IBM 
386. I want to get an upgrade so I 
can play some decent games. I 
can’t even run DOOM! (Shock 
horror, disbelief). 

With all the new “Super Con¬ 
soles" arriving on the scene at 
the moment, I am getting wor¬ 
ried that the Mega Drive and 
the SNES will become obsolete. 
What year do you think will be 
the MD’s and SNES's last big 
year? Also, I have some more 
questions for you: 

1. What is your favourite Mega 
Drive Game? 

2. Why isn't Killer Instinct being 
released for the Mega Drive? 

3. Should I buy a 32X or save up 
for a "Super Console?" 

4. Which is your favourite con¬ 
sole at the moment? 

And finally when I was flicking 
through the news sections of a 
UK mag and it said that Ninten¬ 
do have stop producing the orig¬ 
inal NES and Sega will soon stop 
making the Master System. 


While I know it had to have hap¬ 
pened eventually, it is sad that 
they have become obsolete so 
quickly. If it wasn’t for the old 8- 
bitters, this new generation of 
consoles wouldn't be possible. I 
still have "Old Faithful' (Sega 
MS) at the back of my cup¬ 
board, and it isn’t going to 
leave Why? Because classics 
never die. 

Yours sincerely 

Stuart Thickett 

OK Stuart, the death of the NES 
and Sega MS did not happen 
quickly as they 've both been 
around for about 10 years (a bit 
longer for the NES) and the SNES 
and Mega Drive will not ’die" 
quickly either. This year will prob¬ 
ably be their last BIG year, but 
they'll still be alive and kicking for 
a couple of years yet. Question 
time: 1. It changes all the time but 
at the moment it's Dune 2: Battle 
for Arrakis - I just keep on coming 
back to it! 2. Because it's a 
licensed Nintendo game 3. I'd save 
up for a whole new beast, but 
there's no urgent rush - wait until 
you 're happy you've made the 
right decision 4. Again, this 
changes all the time but at the 
moment it’s the Playstation. 

HOUI DO WE DO IT? 

Dear Ed, 

First of all, let me just say that 
your mag is the best on earth. 
How the hell do you do it? The 
price is right, you guys are NOT 
biased with ANY of your reviews 
and to top it off, it kicks the butt 
of any mag on earth. Enough 
with the praise (even though I 
could go on and on), let's get 
down to some questions. 

1. Do you think I should get 
Theme Park on SNES? Honest, 
yes or no 

2. You’ve heard this before I’m 
sure but, just for an idea try 
putting an article on modems or 
something. I've debating 
whether or not to get one but I 
need reassuring. 

3. What are YOUR favourite 
games on the SNES? 

4. Do you think they will ever 
release Myst on the SNES? 

Two last things. 

I agree with Matthew Burgess 
(letter #19) about that there IS 
too much sexism in beat 'em up 
games nowadays. And I agree 
with P Coble (letters #19), were 
the f. k ARE all the RPGS for the 


SNES and other consoles? Why 
don’t the bastards who make crap 
platformers etc. make something 
more worthwhile, rather than 
something that’s gonna last two 
days and end up in the bin. 

Thanks heaps. 
P Baldwin 
Dural NSW 

I sometimes don't know myself 
how we do it - we just get up in 
the morning and keep doing it! 1. 
Yes, but try the game out first as 
it's definitely a matter of personal 
preference 2. Good idea. Take a 
look next month 3. Hmmm, I still 
like Earthworm Jim and DKC a 
lot 4. I doubt it but stranger things 
have happened. 

MUTANT LEAGUE FREAK 

Dear Highly Exalted Hypo’s 

1 am your average 13 year old 
video gaming freak. I have an 
IBM PC and a Sega Mega Drive 

2 with NBA Live 95, Mutant 
League Football and Mutant 
League Hockey. Please note 
that all these games are made 
by EA (It's in the game!). When 
the hell are they going to contin¬ 
ue the Mutant League series? 
Anyway, down to biz I have a few 
questions to ask you. (SURPRISE!) 

1. When (or if) will Mortal Kombat 

3 be released on the Mega Drive? 

2. Do you know when the latest 
EA Sports NBA game is going 
to be released? 

3. How long do your subscrip¬ 
tions last for? 

4. Please don’t phase out the 
Mega Drive reviews in your maga¬ 
zine. Not all your readers are 
influential spendthrifts with all the 
"Next Generation" gear at hand. 

5. Will there ever be a game of 
Gladiators or Lois & Clark? I 
love those shows! 

Yours HYPERactively, 
Tim "The Toolman" Asquith 

I'm sorry Tool, but I don t think 
the Mutant League series is going 
to be continued as it actually 
didn't prove to be mega-successful 
1. MK3 should be out on Mega 
Drive by November 2. My guess 
is.. .just before Christmas 3. A year 
(12 issues) 4. We re not phasing 
out Mega Drive (or SNES) reviews 
at all - they'll be with us for a long 
while yet 5. I 'd say that if those 
shows popularity stays high then 
they’d be prime candidates for 
video games, especially Gladiators. 
No word as yet though. 


PLAYSTATION VS ULTRA 64 

Dear know-alls at HYPER, 

I am not sure what to do. I want 
a super-console but I don’t know 
which one. I've narrowed it 
down to a Sony Playstation or 
an Ultra 64. I like the look of 
Tohshinden ... but I’m usually 
loyal to Nintendo. On the other 
hand I don’t want to wait for the 
Ultra 64 ... but I won't be able 
to afford one 'till nearly “96 any¬ 
way... The Playstation will have 

ail those upgrades . but the 

Ultra 64 is more powerful 
machine... I think Ridge Racer 
looks cool ... but I love Killer 
Instinct heaps and that is Ultra 
Excellent... Mortal Kombat 3 
will be on the Playstation first ... 
But SF3 and MK3 will both be 
on the Ultra 64. Plus the Ultra 
64 will be cheaper. What should 
I do. Please tell me what to do 
and don't give me a "It’s up to 
you" answer. Although your 
word might not be Final, it will 
help me decide what to do. 

Yours truly 

PussE Cat. 

Oh give me a break! You 've just 
given me all the arguments for 
both sides - why not make your 
own decision. If you can‘t afford a 
new machine until 1996 why 
don't you wait until then to make 
your decision. The various 
machines advantages and disad¬ 
vantages will be much more obvi¬ 
ous by then. Don't expect to see 
the Ultra 64 out in Australia until 
mid 1996 anyway. 


IMAIL ORDER HASSLES 

Dear HYPER 

I'm just writing in with a warn¬ 
ing to people not buy games by 
mail order - except as an 
absolute last resort. So even if 
a game is going to cost $10- 
$20 more at your local store, 
you're much better paying the 
extra and buying it there - 
because at least you can see 
what your getting. 

This is my experience; only 
twice in my life have I ever 
ordered games by mail order 
(both times from Qld I might 
add) and both games I received 
were not new. They were clear¬ 
ly secondhand games which 
looked like they'd had a good 
solid 5 years use before being 
sent to me - and one didn’t 
even come with an instruction 
booklet. Yet I was charged new 
price. One of the companies 
guaranteed overnight delivery, 
yet it was not for 10 days and 
4 phone calls later that I 
received my shabby second¬ 
hand game. 

So anyone who wants to send 
away for game, go right ahead, 
but you must be either extreme¬ 
ly desperate for a certain game, 
extremely foolish or like gam¬ 
bling large amounts of money. 

Adam Davis 

Thanks for sharing your 
experiences Adam, and while 
there may be a couple of dodgy 
mail order outlets most of them 
are reputable. 
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SANNY GlBBlNS SENT US THIS RATHER BIZARRE PIECE OF 
COMPUTER ART. VERY NICE IN A STRANGE WAY. 


VUANNA NET SURF 

Dear HYPER 

Great mag. buy it every month, 
blah blah blah. Keep up the 
good work, but don’t stuff 
around with the reviews too 
much so you can't read the 
words (eg. issues 17 & 19). I'm 
thinking of buying a modem and 
connecting to the Internet and 
BBSs, but there are several 
things I am not sure of. 

1. Do I have to use a service 
provider like CompuServe or 
Next Online, or can I access it 
by myself? If I can. how do I do 
this, and how do I get my own 
address, like HYPER.com au? 
Will this cost me a shitload of 
cash, or could I afford it? 

2. If I have to use a service 
provider, which one would you rec¬ 
ommend? I would like access to 
Usenet, WWW and FTP services. 

3. What modem speed should I go 
for? I have around $400 to spend 

Thanks 
James ACT 

1. Unless you 're a company or have 
a lot of money then you ’re going to 
have to use a service provider. 2. Oz- 


E-Mail are good for cheap, off-peak 
access so give them a ring on 1800 
805 874, or there might be a couple 
of smaller providers around your 
local area 3. If you've on;y got $400 
then you 'll probably only be able to 
afford the 14.4K modem. Try and 
go for a 28.8K if you can though. 

X-PNILE 

HYPER, 

Please let me know the progress 
that is being made for the Home 
Improvement game on SNES and 
if it will be released in Australia. 

A friend of mine has Home 
Improvement as his religion and 
he would deeply like to know the 
answers to the above questions. 
Also is there any chance of an X- 
Files game on any format and if 
so when will we get the full run 
down of the game. 

X-Philefan, 

Brendan McKinnon 

No word on the Home Improvement 
game 's release date but as soon as 
we know, you 'll know. As for the X 
Files, I agree, it'd make an excellent 
adventure game and I'm sure, 
owing to the show's huge populari¬ 


ty, that there will a game of some 
sort further down the track. I'm 
hanging out to play with Scully and 
Mulder too so rest assured, we 'll tell 
you the goss as soon as poss .. 

THE FORGOTTEN JAGUAR 

Dear HYPER, 

With the new and expensive 
super consoles now available on 
import it is of course, difficult to 
decide which (if any) to pur¬ 
chase. But when magazines try 
to help the reader decide this, 
one system seems to always be 
forgotten - the Atari Jaguar. 
After searching rigorously 
through advertising forums 
(including HYPERMART) I 
have seen many Jaguar consoles 
for sale - usually around the 
$400 price range. After hearing 
that Sega's Virtua series was to 
be released, I rushed out and 
bought one. 

Now for the questions: 

1. With 32-bit systems like the 
3DO, Playstation and Saturn from 
$700 - $1100 why is this 64-bit 
powerhouse overlooked so often? 

2. Being cartridge based, how 
does the Jag compare technical¬ 
ly with other 32-bit systems? 

3. I have heard that Atari Aus¬ 
tralia has shut down. Does this 
mean the JAG will never be 
released locally? 

4. How does the future look 
for Jag? 

5. Are there any decent games 
on the Jag? 

6. A while back you said that 
Sega had agreed to make Day¬ 
tona USA and the rest of the 
Virtua series for the Jaguar. 
Have Sega begun production on 
these games yet? If so, when will 
they be released, and are they 
likely to good conversions? 

Thanks for your time, 
Richard Moore 

1. Because there's hardly any good 
software available and until recent¬ 
ly, no good developers for it either 

2. It compares fairly well in the 
graphics and sound capabilities and 
because its cart-based the access 
time is negligible but the Jaguar CD 
add-on is now also available so you 
can play FMV and games that 
require the size of a CD 3. It doesn 't 
exactly mean never, but it's not 
happening in the short term, that’s 
for sure 4. Not particularly good, 
but the price is now way down in 
the US so it could pick up. If they 
get a large “installed base’’ then 



more developers will release games 
on it, which is essential for success. 

5. About the only one I really like is 
Doom, although Tempest 2000 and 
Alien vs Predator aren't bad 6. Sega 
agreed to release some of their 
games on the Jaguar after going to 
court with Atari but their release 
dates and the actual games being 
released have not been revealed. 

CRUIS’N KICKS DAVTONA 

Dear HYPER. 

Cruis’n USA is the best racing 
game in the cosmos. Who is this 
loser who thinks that Daytona is 
better than Cruis'n (Jeremy S. 
Issue 15). He said that Cruis’n is 
too slow, My ass, it's almost too 
fast at times, and he also said 
that it takes half the race to 
catch the leader. Maybe it’s 
because you’re crap, matie. And 
the cars that are coming head- 
on at you do swerve toward you, 
if you can’t take the heat get 
out of the kitchen. So go on and 
crawl back to the easiest racing 
game in the world you pussy. 

And in Daytona what happens if 
you win? NOTHING, you get a 
nice congratulations and a pat on 
the back, Whoopee. At least in 
Cruis'n you get a free game, you 
can play on and see how far you 
get. I mean don’t get me wrong, 
Daytona was a good game when 
it came out a year ago, but 
Cruis'n is far superior in gameplay 
and graphics. In Daytona there is 
1 car and 3 tracks, In Cruis’n 
there are 7 cars and 15 tracks. I ll 
leave it to you to do the maths. 
Sorry about that, I just had to 
get it off my chest. OK, when will 
you legends at HYPER do a 
review of Cruis’n if you haven’t 
already. I judge how good a game 
is by what you guy’s give it so 
can you please do a thing on 
Cruis’n Vs Daytona. I know the 
results already. Cruis'n by 20% 
Thanks for letting me get 
through to all you Daytona 
heads out there and I hope I 
made a difference. 

ZEREBUBUTH 
HYPER Zoanoid team 5 
CRONOS JAPAN BRANCH 

Thanks for making a difference in all 
of our lives Zerebubuth. We covered 
Cruis'n USA in our arcade pages a 
long, long time ago and Arcane liked 
it a lot (and I like it a lot too). We 
haven't done a direct comparison 
though, but there's really no need, 
as both games have strengths and 


weaknesses so they'd come out 
about even. My advice - pick your 
personal favourite and have fun! 

SUPER CONSOLATION 

Dear HYPER, 

I only have just started reading 
your magazine recently and I’m 
really impressed by all the infor¬ 
mation you have on the latest 
console and games. It’s really 
helping me decide which super 
console to get. Anyway please 
help me more by answering 
these questions. 

1. From looking at the pictures of 
Daytona USA from last issue, my 
opinion was that it did not look 
as impressive as in the arcade. 
Am I right? Or would it look bet¬ 
ter on the actual TV screen? 

2. Between the Daytona USA 
and Ridge Racer for home con¬ 
version. Which one do you pre¬ 
fer in term of graphics? 

3. Do you think that the Ultra 64 
will be releasing some of the very 
good 32 bit game like the X-Men 
(Arcade version) and Darkstalker? 

4. If the Playstation version of 
MK3 is exactly like the arcade, 
can we expect anything extra or 
better with the Ultra 64? 

5. Will all battle of all the super 
console stop at 64 bit, if not 
what can we expect next? 

Thanks for your time 
Adison Versace 

1. Daytona on Saturn does look a 
bit better when it's moving on a 
TV screen but you 're right, it's 
definitely not as impressive as the 
arcade. 2. I actually prefer Ridge 
Racer for graphics because there 
are several glitches in Daytona and 
the screen refresh rate sucks the 
big one 3. Those titles are not con¬ 
firmed yet, but 32bit games will 
definitely be on Ultra, like Mortal 
Korn bat 3 3. Possibly, but we 
won t know details for a while yet 
5. The battle for domination of 
video games and "interactive 
entertainment" won't stop for 
nothing or no-one, and it certainly 
won't stop at 64bit. 

KILLER INSTINCT FAN 

Dear HYPER 

I am one of those eagerly await¬ 
ing people, waiting for the Ultra 
64. First of all, I’d like to say 
that I am into Killer Instinct and 
of course reading HYPER. Any¬ 
how, I have some questions I'd 
like to ask and I would appreci¬ 
ate it if you could answer them. 








1. Is there ever going to be a 
Killer Instinct on the PC? 

2. Could you please tell me if 
Killer Instinct on the SNES is 
going to be any good, or if it is 
going to be a total load of crap. 

3. Just for a laugh will there pos¬ 
sibly ever be a games console 
with 128bit? 

4. When will Donkey Kong 
Country 2 be coming out and 
how much will it be on the 
shelves for? 

5. Give me your opinion. I own a 
SNES and my friend owns a 
Mega Drive. Just to get him off 
my back could you tell me which 
one of the two is the best? 

6. I’ve heard rumours on a Killer 
Instinct II being released in the 
arcades, is this true? 

Anyway I'd be best be going 
now. I hope you can help by 
answering my questions. 

Regards 

Matthew Pritchard 

Noble Park VIC 

1. I doubt it, at least not for a 
VERY long time 2. I haven't 
played it yet but it looks great 3. 
128bit what ? Processing7 Yeah, 
sure 4. Donkey Kong Country 2: 
Diddy's Quest should be out in 
late November and should come in 
under $100. 3. The SNES is tech¬ 
nically a better machine 6. They’re 
currently working on a whole new 
Killer Instinct for the Ultra 64 and 
it may come to the arcades as 
Killer Instinct II. 

ROOT or ALL EVIL 

Dear HYPER, 

1 am a lowly Mega Drive owner 
soon to get a PC. The sad thing 
is that I’m not allowed to buy 
games for the computer 
although it comes with DOOM 

2. Enough with the chat. I've 
got some questions to ask. 

1. Do most parents think video 
games are the root of evil? Why? 

2. According to the news the 
price of paper (especially the 
high quality stuff used in 
HYPER) has risen considerably. 
Is this true? If so, you guys 
deserve a pat on the back for 
keeping the mag at the amazing 
price of $4.95. 

3. I am getting Micro Machines 

2 and I am wondering if you 
need 6 button pads to play 2 to 
a controller? 

4. How many tracks does 
MM2 have? 

5. How does Peter Brodie do it? 


He is the cheatmaster. 

Keep up the good work and 
don’t loose touch like the 
Zone did. 

From a reader since issue 1 

1. I don t think many people 
believe that videogames are the 
root of all evil, but if they do 
they obviously don't understand 
them or are intimidated by 
them and the technology 
involved. 2 It is true and yes, we 
deserve a big pat on the back 
(shucks). 3. No 4. Lots (I 
haven t counted them) but the 
PC version has a track construc¬ 
tion kit anyway, so you can 
build as many as you like! 5.1 
don't know how he does it (but 
we suspect he has far too much 
time on his hands!!). Mr Brodie 
certainly is the Cheatmaster. 

PLAYSTATION VS SATURN 

Yo dudes at HYPER 
I am thinking of buying a 
Sony Playstation, but I am a 
little unsure if I should or 
instead get a Sega Saturn. 
To make my decision a lot 
easier, could you please 
answer a few questions. 

1. How much will the prices 
of the Saturn and Playsta¬ 
tion vary? 

2. What will the Playstation 
come with? Eg: control 
pads, games. 

3. Will Mortal Kombat 3 be 
an arcade perfect for the 
Playstation or the Saturn? 

4. Which system do you think 
will come out second best? 

5. What is your favourite 
game for the Saturn and 
the Playstation? 

Well thanks and congratula¬ 
tions on a truly marvellous 
mag. Keep up the great work. 

A truly truly truly 
faithful reader 
Phil Chamberlain 
Melbourne Vic. 

1. The Saturn s RRP is $795 
with Virtua Fighter and the 
Playstation s RRP is $695 with¬ 
out a game 2. The Playstation 
comes with one control pad 3. It 
should be almost arcade perfect 
on both machines but the 
Playstation s getting a six 
month exclusive release 4. It 's 
really too early to say 5. My 
fave game on the Saturn is 
Panzer Dragoon and my fave on 
the Playstation is Tohshinden. 


For Sale 

Bargain Gameboy Games in 

Good Condition. Tetris - $20, 
Mortal Kombat - $20 Teenage 
Mutant Ninja Turtles 2 - $20. 
Double Dragon - $20, Agro Star 
- $20, Terminator 2 - $20 Ph 
Daniel on (03) 9401 4174 
Master System II with Sonic 2 
$25. Mortal Kombat $40, and 
Champions of Europe $20 1 
control pad control deck about 
half a year old good condition 
instructions. All for $140 Contact 
Stuart Leahy on (069) 422369 
3DO games: Gex and Off-World 
Interceptor. Both in mint 
condition particularly Gex. Gex = 
$60 ea, Off-world Interceptor = 
$55 ea. Call quickly because I'm 
going to trade them otherwise. 
Call David (02) 635 8549. 

Full Throttle (CD Rom), $70. 
Brand New. Perfect Condition. 
Boxed with Instructions. Phone 
David on (047) 335 414 
SNES & Mega Drive with 2 
control pads for SNES, 3 for 
Mega Drive (one 6 button) with 
converters for both systems & 4 
games. Worth $650, sell $295 
Ring Lachlan on (02) 874 4062. 
Magic the Gathering Will trade and 
sell Magic the Gathering Cards. Call 
Chris on (02)764 2217. 

50 SNES games with SNES, 
Super Wildcard, Multitap & 4 
control pads, $600 the lot. Ph 
Luke on (049) 527460. 

MYST CD-ROM for Macintosh, 
basically new, sell for $99 ea Ring 
after 4pm Mon - Fri anytime on 
weekend, (08)365 1670. 
Microsoft Word 4.0 for 
Macintosh (mainly for older 
machines), everything’s there, 
make an offer. Ring after 4pm 
Mon-Fri anytime on weekend, 
(08)365 1670. 

Mega Drive. Mega CD, and 32X, 

2 control pads, 9 Mega Drive 
games, 2 Mega CD games and 2 
32X games, $500 for everything, 
call (02) 636 6467. 

Mega Drive with 3 control pads 
(one 6 buttoners), AV cable, 
SAMURAI SHOWDOWN, 
STREET OF RAGE 2, 
GUNSTAR HEROES and a 
MEGA KEY 2. All in exel. 
condition. $195 Phone BAO on 
(03)9689 2408 after 6pm. 

Game gear in good condition 
with carry case and instruction 
manual and a 24 in 1 game incl. 
Sonic 3. columns and out run, 
all boxed, $250 ea ring Sam 
Belshaw on (02) 9997 4953. 


187 Basket Ball Cards (mostly 
upper deck) incl. folder with ultra 
pro plastic sheets $50 ea ring 
Sam Belshaw on(02) 9997 4953. 
SNES games: Metroid $50, SF2. 
NHL. Turtles IV, Starwing $40 
ea. Super GB $60, Zelda GB 
$30. Hand-Held “GoldCliff”, 
Tetris and others in 96 in 1. 
both $15. Ph (03) 726 0930. 

MD games: MK2 $70, NBA Jam 
$70 FI $40, FIFA 94 $35, 
Skitchin $35 Desert Strike $30, 
Jungle Strike $30, Terminator 2 
$30. Ph Peter (09) 4177521 or 
(09) 131517. 

T urtles/Jurrasic/Ad venture 

Island for SNES - Turtles in 
Time. Jurrasic Park, and Super 
Adventure Island $60 ea. 
Includes Postage. (055) 682 3680 
SNES games, Super Mario 
World, Bubsy, Zelda, Zombies 
and Megaman X. All boxed with 
instructions. $50 each Phone 
Stephen on (049) 521879. 

SNES with 1 game. 4 control 
pads and 5 player adaptor. All 
in good condition Dirt cheap at 
$100. Call (06)295 7041. 

3DO (Goldstar), NTSC 
Adaptor, 2 control pads, FIFA 
Soccer, Gex, Roadrash and 
Wailee Golf, (4 games) Over 
$1300 of gear for $800. Perth 
Buyers only (09) 342 5552. 
SNES, 2 controllers, stero 
surround AV cable, games 
including Mortal Kombat 2 
(requires convertor), Parodius, 
Starwing, Super Probotector, 
Jurassic Park. All perfect 
condition (3 months old, very 
little use) With all boxes, 
manuals, cheats $350 lot Ph 
(03) 9598 5864. 

Wow! SNES 1 original control 
and 1 aqua pad. 8 games 
including DKC, Alladin (Jap), 
Mario World and Mario Allstars, 
not all games have boxes and 
instructions. Also games 
convertor and Nintendo mags All 
in good condition. Worth $1000 
Sell $650 ea Phone (07) 878 9031 
(Brisbane) ask for Jenny. 

Sega Game Gear for sale (boxed 
with instructions) in excellent 
cond. Free game columns, all for 
$150 Call Daniel on (042) 83 
6258. After 4pm. 

IBM CD ROMs: Noctropolis $70 
Under A Killing Moon $70 
Journey Man Project $35 
Cyberia $65 Jammit Basketball 
with PC propad $50 Call Dale 
on (09) 313 1068 any time after 
4pm (WA time). 


Clayfighter $30, Virtual Bart 
$30 and Super Advantage 
control pad $40 All with box, 
manual and good condition and 
under 2 months of age. Call 
Andrew on 4888 130 (02). 

Mega Drive with eighteen 
games & 2 new controls. Soem 
best games are: NBA Jam 
Mortal Kombat and Davis Cup 
Everything in perfect condition 
$550 Ph Ryan (03) 9762 7006 
MD2. with 10 top games incl. 
MK2 SF2-SCE, NBA Jam 
Earthworm Jim and Aladdin. 3 
control pads $500 Won't separate 
Ph (09) 448 8933 ask for Adam. 
PC games Kings Quest 5, $90 ea 
Abandoned Places $80 ea Will 
sned tips on Kings Quest 5 also 
Ph (09)454 3614 after 5pm 
Comics and Cards Over 3500 
cards (sport & comic) valued at 
over $1000 for only $225 ea Also 
good condition comics incl. 1st 
app. Venom, 1st app Gambit + 
Wolverine No. 1 all at US price 
or below Contact Adrian 
(02)876 1093 

MK 3 booklets A4 size make an 
offer! Mega Drive games Fatal 
Fury World Of Illusion. Golden 
Axe. LHX Attack chopper $20 
$50 ea or $130 the lot Ph (089) 
321 682 Late and ask for Andrew 
Game Gear with 3 games 
columns Sonic 2 and Mickey’s 
Land Of Illusion As new 
condition and icludes DC 
adaptor Contact Terry after 
2pm on (058)22 1838. 

SNES with 2 control pads. 
Action replay 1 Scoremaster 
joystick stereo cable and 3 games 
Super Street Fighter II Samurai 
Showdown and fatal fury special 
All in excellent condition sell for 
$400 Ph (02) 604 0059 after 4.30 
pm ask for Long. 

Mega Drive with 2 pads (1x3 
button and 1x6 button) and 4 
games Castlevania Batman 
Returns Columns and F-117a 
Nightstorm c/w all leads and 
manuals ect EC. 

Mega Drive Game in good 
condition Teenage Mutant 
Ninja Turtles Tournament $65 
with instructions + cheats 
Contack Dave on (03) 4014174 
SNES Game Mortal Kombat 2 
boxed with instructions and 
codes for $80. If interested call 
between 6pm and 8pm on (03) 
9819 6209 and ask for Johannes. 
Street Fighter 2 Turbo $60 incl 
book and box Desperate to sell 
(03)9841 8975 Ask for Glenn. 
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Mega Drive II with 2x6 1x3 
button controllers 3 games 
including MK II with cheats and 
fatalities everything has original 
boxes mint condition $200 
negotiable Ph Damian (042) 
833627 after 6pm. 

Game Gear with 4 gmes 
(Columns Lemmings Sonic 2 
Donald Duck). All in excellent 
condition with instruction 
booklets $300 ea Call (043) 521 
429 and ask for Beau after 4pm 
Gameboy with 9 games carrycase 
lightboy Magnifier good condition 
good games only $220 Call (06) 
258 8155 Ask for Jamie. 

SNES + 2 controls Mario 4 & 
program pad $185 SF2 Turbo 
$55 NBA Jam $55 Alien 3 $40 
SF2 $40 MK1 $40 Action Replay 
$30, Stereo cable $10 Mega 
Drive with control joystick Hard 
Drivin, Streets of rage & Altered 
Beast $165 Master System -f 2 
controls joystick Laser gun -I- 13 
games $200 All in good 
condition & FREE gifts. Call 
Scott NOW on (07) 55760-749 
Mega Drive with 3 control pads 
(one 6 button) over 30 SNES 
and MEGA DRIVE mags plus 24 
games including Streetfighter 2 
SCE, megalomania. Sonic 1 and 
2 ecco NHLPA 93 and Sonic 
Spinball Worth over $1140 sell 
for just $500 Needs TV or Video 
Machine with AUX in Phone 
Dean on (02) 9971 0191 
Atari Jaguar PAL version perfect 
condition unopened 64 bit system 
with 2 games 3D Wolfenstein & 
Cybermorph only $380 cheap ph 
Michael on (07) 299 2164 
Atari Lynx with AC power 
adaptor and 4 games (all boxed 
with instructions except 1, 
warrenty included). All worth 
over $300. Sell for $180 ea or 
swap for SNES with 1 control pad 
and at least one decent game. Ph 
(003) 976 419 After 3.30 
weekdays only ask ffor Robert. 

US SNES 2 controllers 2 
converters 1 universal adaptor 
supermario world Star wing SF 
II Smash TV King of Monstors 
Another World Populous All ffor 
$280 Call Ted on (02) 522 7626. 
PAL converted panasonic 3DO 
with 2 control pads and Pebble 
Beach Golf (all wires boxes and 
instructions included) $569 ea 
Also 3DO games SSF2TX and 
Demolition Man $50.00 each Or 
the lot for $649 All in excellent 
condition Call Matthew on 
(076)614 912. 


NES + 6 games including 
Operatio Wolf and Super Mario 
3-1-5 new IBM PC games. All 
perfect condition with original 
boxes. An over $400 value. Sell 
for $300 Call (02) 398 5886. 
Atari Jaguar 64 bit console Pal 
converted with controller 4 best 
games: Alien vs Predator 
Cybermorph Checkered flag (2) 
Doom Special edition all boxes, 
manuals swap for playstation 
3DO Saturn or sell $500 Ph 
Richard on (03) 598 5864. 

SNES 2 control pads for $150 
Also for sale SFII ($35) Gods 
($50) Lost Vikings ($45) 
Timeslip ($35) Super Mario Kart 
($50) The lot for $450 (all games 
with boxes and instruction except 
SFII Ph Jabin on (07) 223782 
affter 3pm Price negotiable. 

Mega Drive plus 2 control pads 
and 13 games including SF II CE 
Mortal Kombat and Andretti 
Racing and over 30 Sega 
Magazines includign Hyper 
Megazone & Segazone $350 ea 
Ring Jason on (07) 55295702. 
SNES with MKII onec control 
pad all boxes instructions and 
leads EXCELLENT CONDITION 
worth $300 new sell for $230 Call 
Glen on (07) 297 0625. 

CD ROM games System Shock 
CD Enhanced versio (Doom- 
style). includes box it manual, 
only $50 Ravenloft CD Version 
(CD ii manual) $35 Also TFX CD 
Version (CD & manual) -$35 Ring 
(02)520 0605 Ask for David. 
Doom 2 $60 Wacky wheels 
Upgrade edition $40 Comanche 
over the edge $50 for PC, Sonic 1 
and Battletoads for MD both $20 
also selling a Gameboy with games 
Call James on (09) 448 0808. 
SNES with 3 joypads 1 joystick, 
Multitap adapter, Super 
gameboy and 16 games including 
Mortal Kombat 1 and 2 Dokey 
Kong Country, NBA Jam, 
Streetfighter 2 Turbo. Valued at 
$1869.80 Sell for $810. Enquiries 
welcome Phone Mike in Sydney 
on (02)416 3521. 

PC CD-ROM Full Throttle $75, 
Dark Forces $75 Call Brett on 
(049) 468 384 between 5pm and 
7pm weekdays. 

SNES One controller NBA Live 
95 MK2 SF2 Stunt Race FX 
Super Mario US/Jap Converter 
10 or more magazines $370 Call 
Brett on (049) 468 384 between 
5pm and 7pm weekdays. 

NEC - PC engine DVO PC 
engine with Super CD Rom 2 -F 


10 great games $500 the lot ea 
contact Eric on (02) 304 777 
SNES game Rival Turp $40 Ph 
(003 ) 301103 after 4pm or 
write to 31 Nobelius Drive 
Legana Tas 7277. 

SNES 2 controllers 1 Joystick 
and two games SF2 and Stunt 
Race FX (only 4 months old) 
$210 Or will sell separately Ph 
(042) 837 040 ask for Richard 
Full Throttle $70 Dark Forces 
$70 Under a Killing Moon $45 
Syndicate Plus $35 Ultima 8 + 
Speech Pack $35 Frontier: Elite 
2 $30 Iron Helix $25 Jurrassic 
Park $25 Dracula Unleashed 
$25. All PC-CD Rom and in 
perfect condition Boxed with 
instructions. Phone David on 
(047) 335 414 


We’re being overloaded with HVPERMART ads, and we can no 
longer guarrantee that they will all be printed. To maximise your 
chances - keep them UNDER 30 words and LEGIBLE. Advertising in 
HVPERMART is free for private advertisers, and make sure you 
include your phone number (inc. area code). Send them to. 
HYPERMARTPO Box 634 Strawberry Hills NSW 2012 

Swap NBA Jam Tournament Hi my name is Kai-loon I have a 


Swaps 


I will swap my SNES with 2 
controllers (1 auto) and two 
games all boxed for a Mega Drive 

II must be in good condition and 
with boxes and with a couple of 
games or 32X with no games sell 
$200 ea Ph (08) 388 6592 
(would help if in Adelaide or 
Adelaide Hills) Ask for Adam. 

My Donkey Kong Country or 
Alladin or Castlevania for 
Illusion of Gla or Scret of Man. 
Rock & Roll Racing or any Role 
Playing game I will accept USA. 
games and any suggestions of 
games to swap. I will accept any 
offers Ring (086) 261 049 and 
ask for Brett, any time between 
6 to 9.30 pm 

Will swap Wacky Wheels- 

upgrade edition for Monkey 
Island 2 on PC in good condition 
Call James on (09) 448 0808. 
Myst on the 3DO for any other 
3DO title call Thomas on 
(048) 21 2368 

Alladin on Mega Drive for game 
of similar value eg (Jungle 
Strike. Mortal Kombat) must 
have box and instructions Phone 
Chris after 3pm (079) 744162 
Mega Drive games Sonic and 
Knuckles or Altered Beast and 
Haunting and World of Illusion 
(without instructions) All in 
good condition Swap for good 
Mega CD games Ph (02) 568 
3504 ask for Billy 
Zelda III Rock and Roll Racing 
and Mario All Stars (all on SNES) 
for either shadow run, Virtual 
Soccer or NBA Jam (Must all be 
Pal or sell for $40 Must be able to 
deliver Ph (03) 9460 1752 after 4 
pm ask for David. 


edition for NBA Live'95 Must be 
PAL version and on the SNES NBA 
Jam TE is only 2 and a half months 
old Boxed with instructions Call 
(09) 342 0710 after 5 pm Ask for 
Herman or Raymee. May consider 
MKII or sell for $90 
Swap or sell Mega Drive Street 
Fighter II Special champion 
edition swap for NBA Jam 
tournament edition or sell for $65 
ea Contact James on 049 63 1826 
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Mega Drive Rugby World Cup 

95 I will pay anywhere between 
$40-$55 dollars with instructions 
good condition contact me on 
(069)422369 Ask for Stuart. 

I need Ranmal/2 on SNES Must 
be part 3 and must have 
instructions. PLEASE call soon will 
pay good if in good condition 
Phone David (02) 635 8549 Hurry. 
3DO wanted at least one contol 
pad with or without games. Will 
consider any price. Ph (079) 
261845 ask for Michael 
Wanted Japanese copy of Sonic 
3 will pay up to $120 if it comes 
with box and instructions in 
good condition also I will pay 
our postage/live too far. Phone 
Frank between 6.30pm - 8.30pm 
EST on (07) 356 7784 
Metroid Nintendo or exchange 
with Zelda or Rad Racer or Top 
Gun. Offers $10 to $500 Phone 
500178 Fiji Islands or write to 
Kaushai Raju PO Box 58 
Sigatoka FIJI ISLANDS. 

Monkey Island 2 for IBM, CD- 
ROM or 3.5" willing to pay 
under $35 prices negotiable ph 
(02) 929 4636 after 4pm 
weekdays ask for Le Chuck 
DESPERATE!!!! 


Penpals 

My name is Angus Albanus, I live 
at Bribie Island, I like reading 
scientific books, my favourite 
movie is ‘Who framed Roger 
Rabbit’, my favourite music is 
Kulcha. I love school and I go to 
Bribie Island State High I’m 16 yrs 
and my fave TV show is Beyond 
2000 If you wnat to write to me 
drop a line to Angus Albanus 118 
the esplinade Ningi QLD 4511 
Heh! My name is Rimal Ranjeeta. 
I am 15 years old and my hobbies 
are making friends & writing to 
friends. If you would write to me 
on this address I guarantee a 
100% replay My address is PO 
Box 58 Sigatoka FIJI ISLANDS 


PC CD ROM and I want a 
penpal between 12-14 I own 
games like MKII and Warcraft 
Write to 2 Elizabeth Street 
Katanning Wa 6317 
My name is Nandi I'm looking 
for a penpal who’s 9,10 or 11 I 
own a Gameboy and a PC. I love 
reading mags and playing my 
Gameboy If your interested Ph 
(066) 845 200 or write PO Box 
7 Mullumbimby NSW 2482 
Hey all you HYPER maniacs. If you 
are looking for a pen pal you have 
found the right one, so if you have 
a Sega and would like to share 
secrets and other things write to 1 
Steyne Road Saratoga NSW 2251 I 
will reply to any letter sent. 

Hi my name is Chris,I want a 
penpal male/female around the age 
of 12. I enjoy drawing, sport and 
especially playing computer. Write 
to me at 8 Seaview Place WA 6030 
Hi my name is James I am 10 
years old I live in a small country 
town in New Zealand called 
Masterton. I have a Mega Drive 
with 2 games, Samurai 
Showdown & Sonic. Enough of 
the boring stuff. I want a real 
cool penpal. Must have a Mega 
Drive, must have cool games. 
Can be male or female. Must 
have good looks like myself. Can 
be from 9 to 11 years old Must 
like TV and must like watching 
the X-files. Please include photo. 
James Bell 76 Kuripuni Street 
Masterton NEW ZEALAND. 

Hi Call me Bob! I’m 14 and I'd 
love a penpal (Male or Female) 
I’ve just sold my Mega Drive to 
buy a super console. I love MKII 
and the Simpsons ar\d I can’t 
wait for the Ultra 64 and MKill 
to hit my local area. Interested? 
Then write to 19 Watanobbi 
Road. Wyong NSW 2259. 

Hi my name is Andrew, I would like 
a penpal. My hobbies are playing 
soccer . reading and playing my 
computer I would like a person 
(male or female) around the age of 
9 who has a computer. My address 
is PO Box 411 Renmark SA 5341 
Howdydodee my name is David 
Hester I am 11 years old. I'm into 
IBMs and SNES also I like to play 
guitar and I love basketball cards I 
also play cricket and live on a farm, 

I am looking for a male penpal 
between the ages of 9-11 who likes 
Doom 2 and its many clones. So if 
you fit the bill write to me: David 
Hester Wobbly Boot Pacific 
Highway Tyndale NSW 2460 
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OR SOUNDBLASTER CARD 

AND LORDS 0! : MIDNIGHT GAME 


S OF MIDNIGHT. GAMES TO DC WON! 


I vou need to do is tell us the answer to 
is simple QUESTION: "In LordA|. > 
Idnight, What kind of beast can you ride 

SeLecu the correct answer v-cu with 
auucmadcalA enter tb 

ie more vou taaflfo the more chances to 


araw. 


N-LHIMLS 
ILL RUN; 
A Alii 


CONDITIONS APPLY IF UNDER 18 GET PARENTS OK BEFORE C 
ITM CALL. MAXIMUM CALL COST 50 CENTS. COMPETITION^ 
BETWEEN 1ST AUGUST 1995 AND 1ST OF DECLMBER^ldg 
DRAWN IN SYDNEY ON 15 12/95. WINNERS WILL^JWotT 
POST AND IN |ANUARY EDITION OF HYPER MAG^JlffP 


Permit numbers: 

NSW TC 95/3591, ACT TP 95/1441 


MARK 


^^Distributed by aega*uz 

!) 669 6041 or phone (02) 317 0044 for your cl< 


Contact Shockwave Bl 

















IF YOU WERE SITTING HERE, 
COULD YOU CONTROL YOURSELF? 


Anyone who’s flown a flight simulation game on 
a computei, knows there’s a fine line between being a 
hero, or a hole in the ground 

Flying a combat aircraft, or driving a race car by 
computei; is all about having perfect control. 


today’s fast moving computer games demand 

There are a range of Advanced Gravis joysticks 
and control pads available to make your game play so 
much more realistic. 

To find your nearest Authorised Dealer, call the 


And to experience perfect control you need the 
world’s most advanced joystick. 

Advanced Gravis. 

It gives you the feel, the sensitivity, the feedback. 


Metro Gravis Hotline on (03) 329 2999. 




ANALOGUE FRO - F.C. GRAVIS F.C. F. C. GAMEPAD 

Perfect for flight sims Post higher scores The worlds best 
and arcade action selling PC. pad 



MOUSE STICK II MAC GAMEPAD PHOENIX 

Ultimate joystick Combination of joystick & Foremost flight & weapons control 
tor Macintosh gamepad for Macintosh system coming soon for PC 








